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BEIKE HERERESEEPEERFREIHIEIREPAR 
ERREGEESERE MERE. 
An all new episode with new levels, new weapons and new aliens to splat, from the. 


original-creators._Full-version-ot-Duke-Nukem-3D-reguired._it_you-don t-already_have-the-full-version 
of Duke Nukem 3D, crawl out from under your rock and buy the Duke Nukem 3D Atomic Edition. 


“QUKE NUK, PLUT. PAK 
NG. @H11I909DNP-CT 


¢ Explore 11 new levels, several ¢ Hear aliens squeal as Duke including deadly lightning and 
based on current hit movies aborts their entire race in-one new features such as simulated 
- : : of two hilarious:and controversial multiplayer games (against up to 7 
ee —— +i ther Dukes) on a singt , 
toed boots « Learn more about Duke’s e Other Duke-approved stuff: Duke 
2 = . philosophy as he cracks dozens Win95 themes, 5 Duke Screen 
Smell steaming entrails as Duke's of new one-liners (Duke Talk) savers, 6 Duke jigsaw puzzies 
new microwave cannon fries and an’ Ceroinel 
explodes those alien bastards ¢ Exciting new special effects, image 

Developed by 


Distributed by 
GT Interactive Software 
16 EAST 40TH ST.. NEW YORK. NY 10016 


Avi tee 


www.3drealms.com www.ten.com www.gtinteractive.com 


©1996 3D Realms Entertainment. All Rights Reserved. Distributed exclusively by GT Interactive Software Corp. Total Entertainment 
Network, TEN and the TEN logo are trademarks of T.E. Network, Inc: All-other trademarks are the property of their respective owners. 
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“The F-22 here is by far the most strikingly rendered 
plane yet seen in a PC simulation.” 
- Denny Atkin 


Computer Gaming World 
September 1996 


“The look of the sky as you soar through it, the glare of 
the sun and the shifting of your F-22 as you perform 
maneuvers are simply unparalleled in the world of 
flight sims...[It will] keep even the most jaded flight-sim 
fan glued to the monitor..." 

- Glenn Broderick 
Computer Player 
September 1996 


“Easy to play and still over the top in battle situations, not 
only will this version [Comanche 3] be plain fun, it'll look as 
fabulous upon arrival as the original Comanche did.” 


- Computer Games Strategy Plus 
August 1996 


"Still pictures can't do justice to the 

smoothness and beauty produced 
by Voxel Space 2. Players will have 
“to see the game [Armored Fist 2- M1A2 Abrams] 
for themselves to appreciate just how groundbreaking 
NovaLogic's 3D engine really is." 

- Next Generation 
August 1996 


Comanche and Armored Fist are registered trademarks of NovaLogic, Inc. F-22, F-22 Lightning Il, Comanche 3, Armored Fist 2 - M1A2 Abrams, Voxel Space, Voxel Space 2, NovaLogic, 
the NovaLogic logo and NovaLogic - The Art of War are trademarks of NovaLogic, Inc. All other trademarks are property of their respective owners. Copyright 1996 NovaLogic, Inc. 
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VOLUME 3, NUMBER 7 


FEATURES 


COVER STORY 
44 Armored Fist 2: 


NovaLogic brings Home the M1A2 by Glenn Broderick 

Perhaps 1996 will be remembered as the year in which computer gam- 
ing came of age. Since the beginning of the year, we’ve seen the 
envelopes of hardware and software broken, raised, broken and raised 
again. Pushing those envelopes even further is this much anticipated 
tank sim from NovaLogic. Glenn had a chance to play an early version of 
this ground-breaking title and speak with its makers. 


50 The Computer Player 


Holiday Buyers’ Guide by Jeff James 

It’s that time of year again ... when greedy little gamers everywhere fill 
out their oh-so-selfish wish lists of PC games and accessories they des- 
perately desire. So before you sit down with pen and paper and scribble 
out the first few things that come to mind, check Jeff’s ultimate buyers’ 
guide, filled to the brim with the coolest gifts a vidiot could want. 


114 Quake-Busting Utilities: the Best Quake 


Add-Ons and Where to Find Them by Mike Davila 

OK, you now have the full, registered version of Quake. You’ve played 
through the entire game, discovered every secret, killed every Shambler. 
What now? Fear not, Quake-head, “Big Cheese” Mike Davila sifts through 
a sea of Quake utilities, finds the gems and tells you where to get them. 


63 Review Index 


102 Crusader: 

No Regret by Jason D’Aprile 

You have all guns blazing, but you’re still 
getting wasted only seconds after you 
begin a level. If this sounds like you, 
check it out. 


ACTION 

64 Assassin 2015 

66 MechWarrior 2: 
Mercenaries 

68 Marathon 2: Durandal 

70 Monster Truck Madness 

71 Shattered Steel 

72 Scorched Planet 


ADVENTURI 
74 Lighthouse: 
The Dark Being 
75 Mummy: 
Tomb of the Pharaoh 
78 The Neverhood 
79 Sherlock Holmes: 
Case of the Rose Tattoo 
81 Urban Runner 


SIMULATION 
82 F-22 Lightning Il 


1 lebeted The Pandora 
Directive, Part 2 
by Kevin J. McCann 
Never one to leave you 
hanging, Kevin finishes 
what he started with the 
second installment of his 
strategy for this brain- 
busting title. 


116 Gene Wars 
by Kevin J. McCann 
Kevin’s “Tampering 
with Nature 101” has 
all the answers! 
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84 Madden NFL 97 
86 NHL Hockey 97 


STRATEGY 
88 Deadlock: 
Planetary Conquest 


90 Gene Wars 

92 Jagged Alliance: 
Deadly Games 

94 Star Control 3 


ON THE COVER 


NovaLogic blazes a technological and visually stunning trail into 
your PC this holiday season with Armored Fist 2. 
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The CP ROM 


If you've heard about it, you'll 
probably find it here. 


Editor’s Bytes 


NewsNet 

Looking for a laugh? Check out 
John Patterson’s scoop on 
Creature Crunch. Get back to 
your childhood with Spider- 
Man: The Sinister Six and a 
Topps NFL CybrCard. All this 
and so much more in this 
month’s news. Don’t miss it! 


MultiPlayer Gaming 
With the buzz surrounding 
Internet gaming over networks 
like TEN and MPlayer, it’s easy 
to forget that all the games you 
own are probably equipped to 
take advantage of the oft mis- 
understood Kali. Join Jeff as 
he pierces the mystery sur- 
rounding this software and tells 
you step by step how to best 
use it with your games. 


Previews 


CyberGladiators, Dark Reign: 
The Future of War, Fragile 
Allegiance, Little Big Adventure 
2, Realms of the Haunting, 
SimCopter. 


Cheat Mode 


This month, CP’s cheatmeister 
general really gets into the 
spirit of giving as he doles out 
oodles of cheats on a huge 
variety of games that include 
Fire Fight, Xenophage, 
MegaRace 2, Jagged Alliance: 
Deadly Games, Deadlock, The 
Elder Scrolls: Daggerfall, 
Eradicator and Jane’s AH-64D 
Longbow. 


Capsule Reviews 
Devo’s Adventures of the 
Smart Patrol, Politicards ’96 
Solitaire, The Complete Great 
Naval Battles, Death Match: 
The Ultimate Game Player’s 
Kit, Pandora’s Poker Palace, 
Power Play Pack, Sonic CD, 
Someone’s in the Kitchen!, Pro 
Pinball: The Web 95. 


Reboot 


When you mention 
“LucasArts,” odds are 

that most people think of 
Rebel Assault or Dark 
Forces. It’s easy to forget 
that this purveyor of fine 
software had to start some- 
where, and that somewhere 
was The Secret of Monkey 
Island. 
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— PC Games 


“Twisted humor 
and startling graphics.... 
One of the best games 


you'll ever play!” 
-The Discovery Channel : A | SE ncancer eens con 


aa ad 


“MIYST meets Blue Velvet” 
-CD-ROM Today 


ofow peggy 
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“It will keep you playing 
for hours. “-pc Magazine : 


HTTP://WWW. BADMOJO. 


VISIT YOUR LOCAL RETAIL STORE FOR A GREAT FIRST-LEVEL DEMO. 
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ll the grandeur and 

pageantry of the Tall 
Ships era along with some 
bone crunching, wood 
splintering cannon shots to 
liven things up! 
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File Speed Ship Display Options Help 


St. Vincent 4 


Take command of the greatest sailing ships of all time! 


PC Gamer 


Questions? 410-933-9191 Orders only: 800-211-6504 
or order direct from our Web site www.talonsoft.com 


TalonSoft Inc. P.O. Box 632 Forest Hill, MD 21050 
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Actual PC Graphics 


Hibernia Formidable ——i 


© Copyright 1995, 1996 TalonSoft Inc. 
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Actual PC Screen showing 
Rebs! assualt on Union iFOG 30S. 


“This is a spectacular game, and a riveting history lesson as well!” pc camer 
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STRATEGY PLUS 


STAMP OF 
APPROVAL 


“Waterloo will likely put 
Napoleon back on the map!” 
Computer Gaming World 


“You're likely to find 
terloo in my library five 


‘ me elt ten years hence!” 
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Questions? call us at 410-933-9191 

To order call 800-211-6504 or 

Order direct from our Web site at www.talonsoft.com 
TalonSoft Inc. P.O. Box 632 Forest Hill, MD 21050 

© Copyright 1995, 1996 TalonSoft Inc. 
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INSTALLATION INSTRUCTIONS 


Windows 
Step 1. Insert the CD into your CD-ROM drive. 
Step 2. Select Run from the FILE menu of your 
Windows Program Manager, then type 
D:\CP_WIN31.EXE (assuming D is the letter of your 
CD-ROM drive) and click on OK to continue. 


Windows 95 users replace Step 2 above as follows: 
click on the Start button on the Windows 95 task bar 
and select Run. Type D:\CP_WIN95.EXE (or 


e here at CP would like to demos. Whatever your 


take this opportunity to say gaming interests are, E:\CP_WIN9S.EXE) and click on OK to continue. 
“Howdy do!” and “Happy you're bound to find 
holidays!” to all our readers. To something appealing when Macintosh 
express Our appreciation for your loy- you drop this puppy in the Step 1. Insert the CD into your CD-ROM drive. 
alty, we’ve assembled this white-hot ole CD tray. So finish reading Step 2. Double-click on the CD icon on the desktop, 
demo disc. This month, we pulled out the mag and check it out; we guaran- ano ten douBis-eack on the GP Mae tag, 
all the stops and have literally stuffed tee that you'll like what you find. | 
this thing to the brim with game — 
.¥ MINIMUM . RECOMMENDED 
SYSTEM: SYSTEM 
REQ, 7 SPECS 
Windows 3 Windows 
486 DX2/66 Pentium 90 
16 MB RAM 16 MB RAM 


Windows 3.1 Windows 95 
4X CD-ROM drive 


Click on your 
genre of choice 
to see a list of 


Your journey through 
our CD begins here in 


this corridor; click on : ane Mac : Mac 
the door, and you’re avaliable demos. Now click on the but- 68040/25 : Power Mac 
on your way. ton to the left of the 16 MBRAM- | 75MHz 
; game that you want system 7.1 16 MB RAM 
Click on the console to : 
Click on the replicator learn a little bit about C idee : system 7.5.3 
to see a menu of the onscreen instruc- _ 4X CD-ROM drive 


its editors and their c 
picks of the month. 


tions. Have fun! 


game genres. 


eneral BITS AND BYTES 


GAME DEMos INDEX - 


Archimedean Dynasty Back to Baghdad nttp://www.ssioniine com America Online 

MS-DOS ™ Blue Byte MS-DOS @ Military Simulatic 08.737.6850 Mac/Win 

Website: http://www.bluebyte.com Website: http://www. militar aited follow-up to SSI’s Website: http://www.aol.com 
Phone: 847.534.7934 sim.com 2ral, Star General fea- Phone: 800.827.3338 

Enter the submerged world of Aqua Phone: 360.254.2000 nced engine and an America Online makes it easy and 
and find out whether mankind has It's five years after Georg e- eworld. fun to access the Web—the world of 
what it takes to live in this most maturely stopped the G d online news and information, 


inhospitable environment. Saddam Hussein is or p to finance, entertainment, email, free 


no good.in e ; software, shopping and more. 
Interstate ’76 and 

Win 95 @ Activi 
Website: http://ww 
Phone: 310.479.5644 ) Ultra Pinball: Creep Night 
Hop into the shoes of Gro MS-DOS Wi Sierra 
Champion, a ’70s auto vigila i 
who’s looking for his sister’s kille 


ADVENTURE 


Birthright 

Win 95 @ Sierra 

Website: http://www.sierra.com 
Phone: 206.227.3924 x222 

Travel across time and space to a 
world where you take control of 
your own kingdom. To prevail, you 
must rule well and wage successful 
war against more than 100 other 
kingdoms. 


Www.axxis.com/kali 
ou’ve heard all about it, 

s your chance to give it a 
is software, in conjunction 

a variety of games that support 
it, will allow you to try Internet gam- 
ing in an entirely different way. See 
our “MultiPlayer Gaming” column 
for a step-by-step! 


Neutron 


Win 95 ™@ Nucleus Interactive 
Website: http://www.atomic3d.com 
Phone: 310.440.1600 

Once installed, this viewer software 
will allow you to watch animated 3D 
characters perform comedy, drama 
and more on the Atomic3D website. 


ns. Players control 
er team they c 


Circle of Blood STRATEGY 

Win 95 @ Virgin Back to Baghdad Patch 
Website: http://www.vie.com Ad MS-DOS @ Military Simulations 
Phone: 714.833.1999 Website: http://www. military- 
Assume the role of George gamed.com sim.com 


0 
e and lead cam- 

g the greatest sailing ves- 
at ever were. Your objectives? 
d the seas of pirates and reclaim 
ost land. 


Phone: 360.254.2000 

Install this patch in your Back to 
Baghdad directory to cure several 
annoying bugs. 


Stobbart, an American tourist in 
France. You’ve just witnessed a vil- 
lainous murder and are determined 
to find out who did it. 
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Computer & 


Net PLAYER 


online gaming review 


www.ogr.com 


Vision for Tomorrow 


S you must know, the computer gaming indus- 

try is forever evolving and changing. If it isn’t 

some new hardware that improves the quality of 
the games we play, it’s some sort of new program- 
ming technique or a new software company that 
comes out with a “bigger and better” product. 
Frequently, these innovations in technology cause a 
paradigm shift in the marketplace and force the 
industry to look at things in a new light and, subse- 
quently, to do them differently. The arrival of com- 
pact discs created such a shift. When all that extra 
storage capacity became available to 
game designers and programmers, 
computer games took a major leap 
forward, both in how they look and 
in how they play. 

It you follow trends in technology, 
you’ve undoubtedly heard 
a lot about the Internet. 
None of us can ignore it. 
Most of us know that it’s a 
cool online place where we 
can obtain tons of great info for free. But most of us 
don’t know what it truly means to computer gamers. 
How does it benefit average computer players? The 
answer is simple: by connecting us, it makes us a 
multiplayer gaming community. Without a doubt, 
multiplayer online gaming is the most exciting and 
fastest growing segment of the computer gaming 
marketplace. Whether it’s head-to-head and coopera- 
tive modem play or 16-player-network deathmatches, 
to most gamers, the idea that you can link computers 
and duke it out against other humans is irresistible. It 
brings us one step closer to the virtual reality/science- 
fiction worlds that you see on television and in movie 
theaters. 

Multiplayer and online Internet gaming will 
prompt the next paradigm shift and will usher in 
the next era of fundamental growth. That’s why 
we’ve chosen to change our name to show our sup- 
port of the marketplace and to best accommodate 
the needs of our readers. Beginning with the 
February 1997 issue, our magazine will be known as 
Computer & Net Player. 


Now, before you start to wonder whether we’! 
continue to cover games that don’t have multiplayer 
features, I’ll tell you: be assured that we’ll always 
cover every aspect of traditional computer gaming 
to the fullest extent—just as we do now. So every- 
thing you love and look forward to in CP (“Cheat 
Mode,” reviews, previews, strategies, etc.) will still be 
there in Computer & Net Player. Adding “Net” to our 
name shows our commitment to expand our cover- 
age of all aspects of multiplayer and online gaming. 
By weaving that coverage into Computer & Net 
Player’s regular editorial mix, we’ll provide you with 
the most comprehensive computer gaming maga- 
zine ... the only computer gaming magazine that 
grows to meet your needs. 

As well as adding informative multiplayer cover- 
age, we'll make a major online commitment. We all 
know that the Internet is a great information 
resource and an excellent tool to support an existing 
product. Our commitment to multiplayer and 
online gaming would not be complete without a 
website. With that in mind, we announce our new 
alliance with the popular computer gaming webzine, 
Online Gaming Review (http://www.ogr.com). 

Online Gaming Review was founded in 1995 by Paul 
Bannister and is dedicated to providing electronic 
gaming enthusiasts with daily computer game news, 
features, reviews, hotlinks and other cutting-edge 
gaming offerings. Online Gaming Review has received 
several awards, including “USA Today Hotsite,” 
Microsoft Network’s “Website Pick of the Week” and 
The Adrenaline Vault’s “Top Ten” game site award. 
Visit OGR online, and you, too, will agree that it 
makes a perfect companion to Computer & Net Player. 

In merging the resources and talents of Computer 
& Net Player and Online Gaming Review, we’ll serve 
our readers and our industry partners from every 
perspective. Providing daily computer gaming news 
and information, downloadable files, a monthly 
print publication and a game-laden CD—all at 
once—gives us the most powerful way we know of 
delivering information. 

I hope that you share in our excitement and 
enthusiasm. 


Mike Davila 
Editor-in-Chief 


PUBLISHING 
EDITORIAL 


COPY 


ART / DESIGN 


OPERATIONS 
ADVERTISING 
MARKETING 
CIRCULATION 


CORPORATE 
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Put Another Dime in 
the Jukebox, Baby 


Get ready to take another tripped- 
out excursion into the weird col- 
lective cerebellum of the good 
folks at Inscape with their latest 
role-playing adventure game, The 
Egyptian Jukebox. To unravel the 
puzzling disappearance of eccen- 
tric millionaire Hamilton Hasp, 
you must explore the drawers of 
a clue-filled 
jukebox. Each 
drawer con- 
tains some of 
Mr. Hasp’s 
personal 
items, which 
are capable of 
invoking his 
memories 
when you 
come into 
contact with 
them. To 
reconstruct 
the million- 
aire’s memory 
bank and : 
somehow gor 
solve the mys- — 
tery of his disappearance, you 
must interpret the hidden mean- 
ings and connotations of the 
objects, memories, characters 
and songs you'll come across. 
The Egyptian Jukebox features 
3D worlds created by the juke- 
box, navigable movies of Hasp’s 
narratives, what Inscape calls “a 
perplexingly aggressive artificial 


intelligence feature” and—this 
being a jukebox and all—a fetch- 
ing array of top tunes from the 
‘50s through the ‘70s. Drop those 
dimes in the slot and make your 
selections! 

Contact Inscape at 310.312.5705. 


18 COMPUTER PLAYER 


weet DY JOHN PATTERSON 


Web-Slingin’ Blues 

Not happy with merely having created Virtual Comix 
(see the November '96 “NewsNet”), Byron Preiss 
Multimedia has gone one step further and 
released Spider-Man: The Sinister Six, the first 
adventure PC CD-ROM featuring the web-slinging 
arachno-dude. You are both Spider-Man and his 
mild-mannered counterpart, Peter Parker, and you 
square off against Doctor Octopus, Shocker, 
Hobgoblin, Chameleon, Mysterio and Vulture. The 
game features a fully animated, 3D world with 
virtual-reality action sequences, six superhero 
adventures in the classic Marvel Comics style, 
challenging puzzles in the tradition of Full 
Throttle and state-of-the-art cel animation. When the 
Sinister Six join forces to frame Spider-Man, you'll 
have to figure out Doctor Octopus'’s plan and save 
the city to clear Spider-Man's name. Cool! Ya know, I think I’m 
gonna change my name to Doctor Octopus. 

Contact Byron Preiss Multimedia at 212.989.6252. 


GUBBLE TROUBLE 
Given my fondness for oceans of entrails 
and mountains of severed 
heads, “All the fun without 
the gore” is not a slogan 
that’s guaranteed to curry 
favor with a Doomin’ and 
Duken’ dude like me. But 
that’s by the by, 

because | consider it part i pe 
of my purview here at = 
“NewsNet” to cast my net about for the odd game that will appeal 
to viscera-phobes (or “softies,” as | think of them) and kids. Oh well, 
it's a clean job, but somebody's gotta do it. But Gubble, from Actual 
Entertainment (whose slogan it is—hope they didn’t part with too 
much money for it), is a very enjoyable and witty little game in this 
category. You play Gubble D. Gleep, an everyday alien kid who gets 
sucked into a mysterious hole. Moments later, he’s face to face with 
the robot “ 

leader of the 
planet 
Renniger, who |. 
tells Gubble 
that to get 
home, he must 
find a number of 
tools and disman- 
tle progressively 
more complex 
structures by 
removing all the 
SCrews, Nails, 
bolts and other ae ee 
hardware. There are dozens of these structures, and they’re all swarm- 
ing with undesirable creatures. It’s fun, it’s infuriating, it’s suspenseful, 
and after a while, | wasn’t thinking about violent death and dismember- 
ment at all (or not very much, anyway). 

Contact Actual Entertainment at 415.654.7950. 


2 f 
Crush le 
that Critter! 
Any game that features talking refriger- 
ators, ambulatory eyeballs that emerge 
from toilets, overflowing kitty-litter 
trays and an obnoxious, disembodied 
brain in a jar (called Brian, of course) is 
gonna get my attention in a trice—no 
fooling! That’s the case with Creature 
Crunch, a new animated adventure 
game from Class6 
Interactive, starring 
comedians Martin Short 
and Eugene Levy. You 
play Wesley, who’s a 
normal enough little fel- 
low until he’s enticed 
into the castle of the 
wicked, evil, dastardly, 
etc., Dr. Drod, who 
promptly subjects him 
to a dreadful experi- 


ment. Having walked in resembling li’! 
Opie Taylor, Wesley emerges looking 
like some cro-mag punk with a Day- 
Glo orange mohawk. When the dread- 
ful Drod vaporizes and disappears, 
Wesley has to team up with one of the 
bad doctor’s other victims, Brian—the 
aforementioned obnoxious pickled 
brain—and together they must negoti- 
ate their way through 22 rooms, pick 
up clues and powers and dispatch 
monsters and enemies. The only way 
for Wesley to defeat all these mon- 
sters—which include those walking 
eyeballs, among other things, or thin- 
gies—is to find items to eat or drink. 
This results in gross-out time, because 
the diet he’ll have to endure includes 
Stuff like cat food (and litter trays, per- 
haps?) and pieces of furniture and God 
knows what else. The animation is 
great, and it includes more than 16,000 
colorful drawings that were developed 
using PixCel, Class6’s proprietary (and 
the first of its kind), fully integrated ani- 
mation, production and authoring sys- 
tem. Short and Levy were apparently 
quite heavily involved in the develop- 
ment of the game, and this lends it a 
fairly organic feel. The comedians 
wrote parts of the script in the way that 
“Mork and Mindy” scripts used to have 
two blank pages headed “Robin Does 
His Thing.” | imagine that a lot of the 
interaction between Wesley and Brian 
was worked up in this way. With its 
healthily off-color humor and its all- 
around intelligent dumbness, Creature 
Crunch promises to reintroduce that 
special oddball feel that we haven’t 
seen enough of in games of late. 
Contact Class6 Interactive at 
213.465.0300. 


‘IN THE WAR OF THE GAMING MACHINES, 
THERE WILL BE NEW ENEMIES 

THAT DO NOT KNOW HOW 
TO PLAY THE GAME... 


_.AND FALCONS WILL FLY 
OVER THEIR BROKEN HULLS. 


" : sed Bs : 
Intel Pentium® 200 MHz Processor _ ee 
ee + pete refrigeration pita eee a - - 
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Guru 
Needs 
Disciples 


As an offshoot of its 
new 900-number cheats, tips 
and tricks line (900.CALL.3DO), Studio 
3DO is releasing its Game Guru: Game Enhancer software utility 
to allow its customers to take advantage of secret codes for the 
most popular PC games. That means that, as long as you have a 
registered copy of the game in question (be it Star Fighter, Duke 
Nukem 3D, Dark Forces, or any one of 100 others), you're in line 
for all the cheats, powerups, weapons and levels you can eat at 
one sitting. The Game Guru runs under both MS-DOS and 
Windows, and it offers an easy-to-use interface, an open archi- 
tecture and a host of unique, built-in codes. The open architec- 
ture allows users to create their own codes, upload them to the 
Internet and download and save other gamers’ codes. Included 
are some unreleased codes for more than 50 games, collected 
from a diverse number of sources, such as gaming magazines, 
chat rooms and other cheat-smart Net places. 

Contact Studio 3DO at 415.261.3000. 


Deck Me! You can't fit that much information on a trading 


card—a picture, a name, a few stats, and that’s pretty much it. 
That's all set to change, however, with the arrival of Topps 
NFLCybrCard, a collectible series of 28 CD-ROM trading cards fea- 
turing 28 NFL superstars. Its release coincided with 
the start of the 1996 NFL season. 
Yeah, for information buffs and stat- 
niks, this is the real thing, and it 
Offers interaction with the NFL's very 
finest. Jonathan Hock, late of NFL 
Films, is on hand as producer and 
creative director, and CybrCard puts 
fans right on the sidelines and in the 
huddles with live-action, live-sound 
clips and helmet-miked footage. It 
opens up the playbook with animated chalk- 
board diagrams and expert coaching analysis 
and lets fans discover how their favorite players 
perform under any game situation. Each player's 
CD-ROM features several areas. The Film Room 
houses your video archive—an embarrassment 
of riches, highlight-wise, including around 90, 1995 season 
highlights, plus clips from every agers 
season since your player’s rookie 
year; the Statistician’s Office is 
exactly that—everything from sea- 
son to career stats to a break- 
down of every single play of the 
‘95 season, league leader charts 
in every category, and hyperlinks 
to the video clips; the Head 
Coach's Office includes an animated playbook and analysis of key 
plays; and in the Photo Lab, you can create your own trading 
cards—freeze any frame of video, make a card with comments and 
stats on the back, print it out and presto!—a trading card with a 
name, picture and a few stats. Hey, wait a minute ... isn’t this 
where we started out? CybrCards retail for $19.95 each. 
Contact Topps at 888.292.7849. 
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publications 


, Duke Make-Em 


In the past few months, we've had no less than ieee 
egy guides for Duke Nukem 3D that tell us everything 
about the game, up to and almost including the maiden 
names of the design team members’ moms and their med- 
ical and financial histories. Now that you know everythi c. 

there is to know about, perhaps it's time for a little change 
of pace. And here is “The Official Duke Nukem Level — 
Design Handbook, " by Matt Tagliaferri, in cooperation 
3D Realms and the makers of the Build engine. Youcan 

build the levels of your dreams (or of your sickest fantasies—you decide); find out _ 
the difference between single and multiplayer level design; insert elements of sus- 
pense, risk/reward and numerous other level design tricks used by the pros; create — 
your own monsters; learn the secrets of teleportation, subways, mirrors and other _ 
constructs; change the game's artwork with EditArt; and modify CON files to 
change gameplay. The book is accompanied by a CD-ROM, which includes a work- 
ing utility that converts all your Doom, Hexen and Heretic levels into Duke levels” 
and comes with 50 ready-to-run levels designed by Duke freaks the length and — 

breadth of the nation. All this, plus you'll get instruction from the designers of a 

original Duke levels, Richard Bailey Gray (aka, the Levelord) and Allen S. Blum. 

Build your own universe, and then annihilate everything in it. oo 

Contact Sybex Books at 510.523.8233. | 


Too Close for Conibes 


lf the idea of throwing together a full-scale invasion of 
mainland Europe from the sea appeals to you, you're either _ 
a certifiable fruitcake who harbors quasi-Napoleonic com- 
pensation fantasies of military grandeur, or you're holding 

in your hot little hands a copy of Microsoft's Close Combat. 
This tasty little battle sim flings you and your massed 

armies off a troopship, into a landing craft and then waist- _ 
deep into the waters off Normandy. You'll need all the 
resources you can find if you're going to survive the hurri- 
cane of tracer fire and flying shrapnel that the Germans 

will welcome you with, so make sure that you stick “Close Combat. The Official 
Strategy Guide” by Karen Kaye and Bert Farkas in your pack. It will probably save 
your ass. The guide comes with all the Close Combat basics: game mechanics, 
conventions and interface tips; scenario descriptions from troop deployment to vic- 
tory locations; advanced tactics and strategies; and detailed equipment and unit 
Statistics. All of this should stand you in good stead as you walk into that hail of 
machine gun fire. 

Contact Prima at 916.632.4400. 


Deadlock in a Headlock 
Accolade’s jumping little resource and warfare game 
Deadlock: Planetary Conquestis warming up more than a 
couple of monitors around these offices at the moment, so 
we're especially glad to get our grubby little hands on 
“Deadlock: Planetary Conquest The Official Strategy 
Guide” by L. Douglas Garrett. It offers what Prima 
Publishing calls “killer strategies for peaceful domination,” 
as well as a motherlode of insider game secrets from the 
brainy guys and gals who developed the game. Inside the. 
guide, you'll find out how to create devastating battle plans, how to master the Al's — 
every move, how to wheel and deal on the Skirineen black market, how to stream- 
line your maneuvers for a leaner, meaner game and how to apply sunning multi- 
player tactics. 
Contact Prima at 916.632.4400. 


Quakin’ All Over 


meee Geese §=— Vian, no sooner do | finish the last of what seemed like a 
I TAZ : thousand dispatches on the million and one Duke —— 
Ke 8D strategy guides, than the deluge of guides for Quake — 
kicks in. Prima’s entry in the Quake stakes is called—of all : 
things—“Prima’s Quake Strategy Guide Unauthorized” (is 
that even a sentence?) by Kip Ward and Mike van 
Mantgem. It offers the complete guide to all four episodes 
and deathmatch levels. You'll wreak havoc with penta- 
grams of protection and quad-damage runes, kick multi- 


The Official Strategy Guide 


The Complete Guide to all Four Episodes 
Z Belivsaicnchm atest 


: slayer cyberbutt i in internet and network play modes, unlock every hidden room 


and passage, exploit each mission using detailed underground maps, increase your — 


weaponry to the max and access all of the secret missions. Now that ought to keep — 


you happy, at least until the next 10 strategy guides come along. 
Contact Prima at 916.632.4400. 


Switzerland 


Rip into sheer speed road racing featuring: 
Real-life terrain, road and weather conditions 
4-player network and team championship network play 
Accurate car physics with real-time jumping, spinning and twisting 
Customize up to 20 unique high-performance race car models 
Dazzling graphics with enhanced 3-D engine 
Cool 2-player split-screen action 


ST996 Miestane Screamer 7 is x rapistered ademark of Virgin interactive Entertainment, inc, Alt rights reserved. Puslished e4 under Nicense by Virgin Swteractive Evtertatament, inc girgie is 
Stevisinted fradamarh of Virghs Eeterprises. Led. All ether trademarks are the property af their respective owners. Virgin 
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| ~=6©6—ESDr BULLETPROOF PAD 
_ Any Mortal Kombat fan can tell you that playing the 
_PC version leaves a little to be desired, because 


periphe Yals _ you’re usually stuck with the keyboard or some 


inappropriate joystick. Now here’s a chance to 
reproduce that inimitable arcade feel with ACT 
Laboratory’s PowerRamp, which is billed as “the 
HYPER programmable Arcade stick for the PC.” 
Strong stuff, but it makes all the difference. With 
10-in-one hyper-programmability, you can boil 


It’s been a few months since a good set of 3D gaming 
glasses came our way, but to compensate for the recent 


drought in this field, here comes a new contender, NuVision down your most complicated and lethal keyboard 
Technologies’ 3D Spex. To give the home PC gamer a rich 


commands into single buttons and program crucial 
and satisfying 3D experience, the Spex employ 


moves and combos 
SPEX APPEAL the same technology as is used to create realis- on four different pro- 
: : : 


tic 3D images in industrial applications such as gramming macros 
robotics control, molecular modeling, computer-aided without shutting 
design and scientific visualization. The eyewear is light, down your game. 
comfortable and well-balanced. To give a wider view, Plus, the PowerRamp 
the LCD lenses are 50 percent larger than earlier models hooks up through the 
and they fit comfortably over prescription glasses. The keyboard port, and 
switching speed is faster to eliminate flicker, and instal- this gives you the 
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lation is simple; you’ll be gaming away like an insect- flexibility to use other 
eyed psychopath in under 10 minutes. They connect to the _ game peripherals simultaneously. Take a look at 
computer via the parallel port, and installation uses soft- _ these site features: ea (fourteen!) pr ogrammable 
ware included on the accompanying CD-ROM. The CD also buttons; Tour user-defined ‘hticalapialipiias oe 

' _ default keyboard game settings; pause and contin- 
includes three compatible high-end games: an : i ; ; 

: , F full uous-motion programmability; a special-move flip 
, iad hipaa at wsinioiaiasl (ane call wer switch; and four-speed independent autofire. Yeah, 
feta sions Of Whiplash and Slipstream S000. drink it up, people. Of course, you'll be bashing the 


NUVIENOn expects bleast 1) new d0-sipported thing about no end, so the high-density ABS-mold- 


SOIEiess TEINS Mp Or cami Ceseinpeates 66 bik ed plastic construction will prevent you from reduc- 
im, the shelves by the holidays, so there ing the PowerRamp to its constituent molecules. It 
will be plenty of opportunities to test- also features an eight-button, arcade-style large- 


drive these suckers. panel layout, an inclined surface to lessen wrist 
Contact NuVision Technologies at 503.614.9000. fatigue, an eight-way directional stick with solid 


metal core and rubber-coated ball and a heavy, 
metal base to stabi- 
lize it when you get 
too excited. That 
should add a little 
juice to your home- 
arcade experience. 
Contact ACT 
Laboratory at 
800.980.9997. 


SURF YOUR DESKTOP 
If you're sick and tired of reaching halfway across your work surface to get 
hold of your mouse, or if one of your wrists is unnaturally pumped thanks to 
our good friend carpal tunnel syndrome (hmmm ... carpal tunnel syndrome), 
you may wish to avail yourself of the new mouse “surf” board, designed by 
Command Position Products of Houston. It’s a specially contoured, lap-sup- 
ported plastic surface that allows smooth mouse rotation and accurate, pin- 
point tracking. The design also lets the user keep the shoulder and wrist in a 
“body-neutral” position while pointing and clicking. This, according to numerous workplace 
safety studies, can reduce the chance of repetitive strain injuries that most mouse-based 
gamers are no doubt all too familiar with. In addition, the board can be used comfortably 
by both left- and right-handers. It features cable keepers to maintain the right amount of 
mouse cable at all times, /2-inch guardrails to prevent “runaway mouse” and holes for easy yt 
storage in a hanging position. A hook secures the mouse cable so that the mouse can 
hang with the board for storage. It’s time to get into rodent surfing with a vengeance. 
<9 Contact Command Products at 214.444.9512. 


He 


MAXXI-BAAAD 


Also from ACT Laboratory, and acting as a sort of second cousin to the PowerRamp, is the 
EagleMAX (oh, these guys /ove their typographical idiosyncrasies, don’t they?). It’s a flight-sim 
joystick that should appeal to aging and cynical armchair Red Barons and relative neophytes 
in the sim arena. It gives you top-notch flexibility and control over complex simulations, and 
you won’t need to remember multiple keyboard commands. You can access flight controls, 
weapons systems, radar and targeting and multiple viewpoints directly from the stick. The 
EagleMAX’s ergonomic design incorporates a contoured grip and a sturdy base, so you'll 
have happy hands and won’t hurl the stick across the room when you tailspin out of the 
range of some Mitsubishi Zero’s machine guns. Once again, let’s do the numbers: four joy- 
Stick grip buttons; an eight-way hat switch; a two-way rocker switch; eight joystick base 
y buttons; four user-defined programming macros; and Stay-in-play programmability. You can 
also take advantage of rotary throttle control, recessed X/Y-axis trim controls and an autofire 
option. Also, the joystick configures nice ’n’ easy with EagleMAX’s software setup program. 
Contact ACT Laboratory at 800.980.9997. . 
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For the first time, you have the power to control the depth and 
dimension of 3D stereo sound. JAZZ 3D speakers give you 
3 different ways to customize the 3D stereo sound to any 
environment. 


Add the optional JS-900 wood eSwitch to the GAME setting, 
a meme |ock-and-load your favorite 
Bass Response. 

| computer game and feel the 
explosions blast all around 
you. 


Dointin 


eChange to the THEATER 
setting...suddenly 
you're transported to 
your favorite concert. 


eSwitch to the Music 
Se setting, drop in your 
favorite audio CD and let the 3D sound 
envelop you. 


MORE SOUND, MORE CONTROL 


Jazz 3D Speakers are loaded with 
features to give you more control; L/R 
balance, multiple audio inputs, mute, 

headphone and microphone jacks, 
along with volume, treble and bass 
controls. 


3 MODELS 
Choose from three models, the 
2-way JS-100, JS-200, or the 
3-way JS-300 with MSRP's 
from $74.95-$124.95 


Top 10 | Macintosh Games 


1. Mac Cube by Aztech New Media Every month, the editors of Computer Player 
2. Top Ten Pack I by Electronic Arts have the dreadful task of deleting games off 
3. Mac Attack Pack by Aztech New Media our hard drives. Although we hate doing it 
4. WarCraft: Orcs & Humans by Blizzard (actually, there are a few we’ve enjoyed 
SL 11 rj obo INE RS 5. The Archives | by LucasArts deleting), it must be done to make room for 
, a 6. X-Wing Collector's Edition by LucasArts the incoming batch. Yet there always seem 
LOF 96 7. Myst by Brederbund to be about five games that we just can’t 
8. MechWarrior Il by Activision bring ourselves to delete no matter how 
9. Rebel Assault Il by LucasArts hard we try. This month’s winners are: 
IBM PC Games 10. MacPlay Value Pack by Interplay 
8 
ixe Vavila 
1. WarCraft Il: Tides of Darkness by Blizzard 1. Crusader: No Regret (IBM PC) 
2. Duke Nukem 3D by FormGen 1. WarCraft Il: Tides of Darkness by Blizzard 2. Gene Wars by Bullfrog (IBM PC) 
3. Civilization 2 by MicroProse 2. Duke Nukem 3D by FormGen 3. Star Control 3 by Accolade (IBM PC) 
4. Myst by Braderbund 3. Print Shop Deluxe Ensemble by Broderbund 4. F22 Lightning I by NovaLogic (IBM PC) 
5. Microsoft Return of Arcade by Microsoft 4. Myst by Broderbund 9. Madden 97 by EA Sports (IBM PC) 
6. Links LS by Access 5. Civilization 2 by MicroProse 
7. Command & Conquer by Westwood/VIE 6. Toy Store Animated Storybook by Disney 
8. Microsoft Flight Simulator by Microsoft 7. Links LS by Access (Joijames 
9. Nuke Itby Micro Star 8. Command & Conquer by Westwood/VIE 1. Star Control 3 by Accolade (IBM PC) 
10. AH-64D Longbow by Origin 9. Nuke It by Micro Star 2. C&C by Westwood Studios 
11. Total Meltdown by Sierra 10. AH-64D Longbow by Origin (on Mplayer/IBM PC) 
12. Final Doom by GT Interactive : 3. Quake by Id Software (IBM PC) 
13. The Need for Speed by Electronic Arts Baker and Taylor’s hearts 


4. WarCraft Il: Beyond the Black Portal 
by Blizzard (IBM PC) 
9. F22 Lightning Il by NovaLogic (IBM PC) 


14. Ultimate Doom: Thy Flesh Consumed 

by GT Interactive 
15. Monty Python and the Holy Grail by 7th Level 
16. MechWarrior Il by Activision 


Selling CD-ROM Soft- 
ware for August ’96 


1. 5 Game Super Pak by Softkey 

17. Rebel Assault Il by LucasArts 2. Air Commanders by Softkey 
18. ithe rola ay ers te y oo 3. Alien Logic by SSI 1. Leisure Suit Larry 7: Love for Sail by 
i. ae ae pus as a. tea 4. Caesar by Sierra Sierra (IBM PC) 

ey a) eracn ye 9. Classics Fun Pack by Sierra 2. Quake by \d Software (IBM PC) 
All information (except ees and Taylor’s Top 10) 6. CycleMania by Accolade 3. Tomb Raider by Eidos Interactive (IBM PC) 
taken from PC Data’s Hits List of top-selling software 7. Descent Ii by Interplay 4. F22 Lightning I! by NovaLogic (IBM PC) 
for the month of July 1996. The list is based on units : 3 A 
sold by 24 retail chains that represent more than 50 8. Devo. Smart Patrol by Inscape 9. CyberGladiators by Sierra (IBM PC) 
percent of the U.S. market. For more information, con- 9. Game Empire by Softkey 
tact PC Data at: 703.435.1025. 10. /n the First Degree by Broderbund 


> 


Magic: The Gathering 
SHANDALAR. THE MAGICAL New world 

by Sid Meier, is filled with evil wizards, 
mythical creatures, and strange land 
forms. Using the Deck Builder, create 
the arsenal you hope can save you in 
dueling encounters. Choose from the 
entire fleet of Fourth Edition cards, 28 
additional rare and out-of print cards, 
and 12 which were specially created for 
the cd-rom game. In all, you have over 
400 creatures, spells, and lands to 


choose from. Learn Magic for the first 


time, or condition your expert skills 
while enjoying the stunn ing SVGA 


grap shics in isometric views. 


NTERACTIVECATALOG 


Magic: The Gathering isa registered trademark of Wize rds of 
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High reso 
rendered ra 


“The best out-and-out sprite based blaster 
on the PC’ PC Gamer. rated 102! 


RULUIA Play the shareware version today- 
Get it at: http://www-epicgames-com 


Epic MegaGames sells Fire Fight as a single game or in a two player network starter pack containing 2 copies of the game - one 
for you and one for a friend. To order call (800) 972-7434 in the USA/Canada or call (0) 1767 260903 in the UK/Europe 


The two-player 2 CD network starter pack is also available in retail stores world wide through Electronic Arts. 


Pentium is a trademark of Intel Corporation. Windows® 95 is a registered trademark of Microsoft Corporation. Fire Fight is a trademark of Electronic Arts. 
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GT Interactive 
Software 


www-gtinteractive-com 
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‘4 espite all the head- 

_ lines, hoopla and 

“a” hype in the industry 
about new Internet gam- 
ing services like TEN and 
Mplayer, computer gaming 
on the Internet doesn’t 
have to involve a monthly 
charge levied against your 
credit card. You don’t even 
have to buy any Internet- 
specific game software. 
Lurking in the heart of 
most of the games you 
already own is the poten- 
tial for a truly satisfying 
Internet game experience, 
waiting to be unlocked 

by the right game utility. 
That utility is Jay Cotton’s 
ubiquitous Kali program, 
and what it does is 
remarkable. 


Figure #1: Download the latest share- 
ware version of Kali from the Kali Web 
page at http://www.axxis.com/kali. 
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by JEFF JAMES 


Gaming on the Internet 


with Kali 


So what is Kali? Sharing a name with the 
Hindu goddess of death and destruction, Kali 
is a shareware program currently available for 
MS-DOS, OS/2, Windows 95 and Macintosh 
platforms. It allows games that support IPX 
networks (like Doom and Descent, to name 
two) to access the Internet via an Internet 
service provider 
(ISP), log on to 
Kali game 
servers and cre- 
ate multiplayer 
game matches. 
Kali works its 
magic by fooling 
the game into 
thinking that it’s 
running ona 
local area network (LAN) of machines in close 
proximity to one another, just as if you were 
running the game on a LAN in a business, a 
school or another organization. 

That said, using Kali isn’t exactly as easy 
as booting up TEN or Mplayer. First, check to 
make sure your computer meets the follow- 
ing system requirements: 

486 DX/50 or faster 

16MB RAM 

Windows 95 

32-bit dialer with TCP/IP support (included 

with Windows 95) 

28.8kbps fax/modem or faster 

Internet service provider with true 

SLIP/PPP support. Kali will not work with 

AOL, CompuServe or Prodigy. Local or 

national ISPs like AT&T, Concentric, 

Earthlink, MCI, Netcom and PSI Net all 

offer support for the Internet protocols that 

Kali needs to function properly. 

To get the most out of this low-cost Internet 

gaming solution, read on for a step-by-step 

guide that should help you get up and run- 
ning with Internet games in no time. 


KALI G 
SERVERS 
AND 


Your first step is to visit the Kali Web 
page (Figure #1) and download the latest ver- 
sion of Kali for your computer platform. Most 
versions are still in the Beta (unfinished) 
Stage; at press time, the Windows 95 variant 
(Kali95) was at revision 0.9k while Kali for 
Macintosh was at version 1.0b2. 

If you have a PC, | strongly recommend 
that you use Kali95 if you can; the MS-DOS 
and OS/2 versions have a number of extra 
installation steps that may be a bit much for 
the uninitiated to tackle unaided. For simplici- 


http://www.internexus.net/kali 


RESOURCES 


Mig teheeecesecesecsncaces 


oT To get the most out of Kali, check 
_ out some of the file- “packed 


itories of Kali lore scattered across 
the Internet. Here are a few of the 
most popular sites. 


@ THE STARLINK KALI SERVER 
 http://kali.starlink.com 


@ THE KALI HOME PAGE 


@ NATIONAL WARCRAFT 
2 LEAGUE 
http://www.execulink.com/ 

_ ~hbigham/nwl/inwl.htm 


l@ KALI GAME FAQ PAGE 
http://www.duke. ae ao. 
kalifaq.htm 


ty’s sake, all the screenshots and text in this 
article apply to Kali95. 

The version of Kali95 you can download 
from the Web page is shareware; it limits any 
games you play to a meager 15 minutes. | 
strongly suggest that you pay the $20 regis- 
tration fee to get the most out of this excel- 
lent utility. Registering online is quick and 
painless, and it’s well worth the modest 
expense. When you’ve downloaded the pro- 
gram, proceed to the next step. 


Install and configure 


To install Kali95, simply run the 
kaliw95.exe program. The Kali95 Setup 
Wizard (Figure #2) will quickly step you 
through the installation. After the program 
has been installed, you must provide Kali95 
with the information it needs to create a net- 
work connection. More specifically, you must 
enter your user information (Figure #3) and 
your serial number (which should have been 
emailed or mailed to you if you paid the $20 
registration fee) and configure your games. 
You can do this by selecting the 
Games!Configure Menu pull-down menu. 
Once you’ve entered all the requisite infor- 


Figure #2: 
Kali95 
features a 
painless, 
point-and- 
click installa- 
tion program 
(shown here). 


mation, you’re ready to log on and get connected. If you have an 
Internet connection through the Windows 95 dialer, you’re ready to 
go: simply log on to your ISP as 
you normally would. If you 


aren’t using the Windows 95 | Gem Set — Advanced a tht 
dialer, check with your ISP on 2 
5 : ; - Gleciame com . oe 

how to configure it properly with SO 
your software and Internet = - ffimesS@concersec net 
connection. ee oe _. 
“hecetont = cee | 


oo ———— 
™ After you’ve logged on i= 
to the Internet via your ISP, start 

the Kali95 program if it isn’t 
already running in the back- —— aie 

ground. When Kali95 has started, Figure #3: Go into the 

examine the server list at the left FilelSettings pull-down menu to 
side of the window (Figure #4). A access the settings dialogue box, 
server is essentially a gathering | Shown here. Enter your personal 
place for Kali95 multiplayer info (email address, name, etc.) in 
matches; the server list will pro- the fields provided. 

vide the name of 
the server, the 
number of users 
currently connected 
to it and a short 
description of each. 
Use your mouse to 
select a server from 
the left side of the 
screen, then select 
the button that 
reads “Connect to 
Kali” on the right 
side of the screen. 
If all goes well, you 
should be con- 
nected to a server 
in a few seconds. 


The Edt Servers Sha Plame Games ine incow Help 


| SERSRERREREVERILERE REE 


Figure #4: The main Kali95 interface, with 
available game servers listed on the left side 
of the screen. 


Play 


When you’re connected to a Kali game server, you should 

see a chat window in the center of the Kali95 interface (Figure #5). 
The chat room should be your first stop because you’ll be able to 
shoot the breeze with prospective opponents and get some help- 
ful pointers about 

using Kali95. After R Fatt Cennered to fetinh on Ont cheavol Soba 

you've joined the a ae 
server and chosen 


a game, load and : PeonStaycr> yight lf et sce Scat o, cll tera he a9 
run the game in | Sinem Chasen 

’ bap r ee corar _ evz get the gone gon? 
multiplayer mode | [og > en or 


just as you would if 
you were playing 
on areal LAN. You 
can join some 
games (such as 


2 
UJ 
. 
8 
2 
? 
J 
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Interplay’s Descent) ee 


while they’re Figure #5: When you arrive at a Kali game 
already in progress; _ server, it’s a good idea to enter the chat area 
others will require first to find players for a multiplayer match. 


that you gather a 
group of players 
before you start. 


Roll your Own Server 


In addition to joining Kali servers that someone else has created, you 


can use Kali95 to create your own, private, self-hosted servers, 
which are perfect for generating a quick game with friends. It may 


sound difficult, but it couldn’t be easier: 
simply point and click on the server but- 
ton on the Kali95 tool bar (Figure #6). 
Just be sure to email the IP address for 
your game to anyone who may be look- 
ing for your server. Players who want to 
add your server to their Kali95 server 
list can do so by accessing the 
ServersiChange Server ListINew pull- 
down menu (Figure #7). 

Voila! Now you're playing multiplayer 
games over the Internet. Although Kali95 
is far from perfect, it’s unarguably one of 
the most cost-effective ways to get up 
and gaming on the Internet in a hurry. If 
you have trouble connecting with Kali95, 
check out the Kali game FAQ page at 
http://www.duke.edu/~pbg/kalifaq.htm. 


Figure #6: Setting 
Kali95 to server mode 
is only a mouse-click 
away. 
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Figure #7: Adding a 
private server to the 


News and Kali95 server list. 
New Products 


The Online Developers Conference III 


Last September, some of the most influential people in the Internet 
gaming industry (including the esteemed Computer Player staff, we 
hasten to add) converged on the ritzy Fairmont Hotel in downtown 
San Francisco for the third annual Online Developers Conference, 
hosted by Jupiter Communications. For three days, executives, pun- 
dits and interested participants from the Internet and online commu- 
nities discussed the pitfalls and potential of the Internet’s amazing 
growth. Of particular interest was the first day of the conference, 
which focused entirely on online and Internet gaming. 

3DO president = | | 
Trip Hawkins, who | ‘ig 
delivered the 2 | ; rit ye Fer as 
keynote address, we 
declared that the fs = pe som 
“Internet isn’t just aa 
the next big thing; 
it’s the big-big 
thing.” He then intro- 
duced 3DO’s new 
Meridian 59, an 
Internet-only role- 
playing game that 
has a devoted fol- 
lowing among RPG 
mavens. Just about 
everyone at the con- 


The third annual Online Developers 
Conference was held at the stylish Fairmont 
Hotel in downtown San Francisco. 


ference was abuzz about 
the potential growth of 
Internet gaming; Jupiter 
Communications estimated 
that the worth of the entire 
online multiplayer gaming 
market could top more than 
$1.6 billion by the year 
2000. 

So what does all this 
mean for the computer 
gamer? It means that multi- 
player and Internet gaming 
will become a more sub- 
stantial segment of the 
computer gaming industry, 
and even more games will 
offer support for serial, 

Trip Hawkins, the president and modem, network and, most 
CEO of 3D0. important, Internet play. 
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http-//www.rtimeinc.com 
Tel.: 206.632.6629 


The brainchild of a 
design team filled 
with ex-military- 
simulator pro- 
grammers, RTIME 
Inc.’s new multi- 
player Internet 
gaming software 
development kit 
(SDK) should help create a new genera- 
tion of Internet-capable computer 
games. Unlike most current computer 
games—which were designed for use 
primarily on local area networks—games 
created with RTIME’s SDK will be 
designed from the ground up for optimal 
play on the Internet. 


RTIME.. 


Exclusive Preview! 
Ascension: Myths & Legends 


Reactive Systems/Chanime Interactive 
nitp-//www.reactive.com/gamedev.him! 


If you’re itching for multiplayer action on the 
Internet, you can currently log on with games 
like Duke Nukem 3D, Dark Sun and Command 


& Conquer. These are fine 
games in their own right, 
but if your tastes tend 
toward the beat- 
’em-up variety—a la 
— Tekken and 
Toshinden—you won't 
have much to choose 
from. Why? Internet gam- 


, ing pundits and experts have declared that it can’t be 
done and point out that ultra-fast fighting games 
_ need quicker response times than the Internet can 


Currently provide. 
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ASCENISIONI 


ODVIDS & LEGENIOS 


Someone obviously didn’t tell game developers 
Reactive Systems and Chanime Interactive, 
which are working on an advanced 3D Internet 
fighting game that could have half 
the industry picking crow feathers 
from their teeth. Tentatively dubbed 
Ascension: Myths & Legends, it’s 
being designed with Internet play in 
mind. Currently slated for a late 
1997 release, Ascension will allow 
gamers to lock limbs and bash 
heads with a variety of deities and 
demigods culled from popular 
mythology. The hammer-wielding 
Norse god of thunder, Thor, can 


http://www.viewcall.com 
Tel.: 770.729.2929 


What do you get 
when you combine 
a TV with a Web 
browser? If every- 
thing works out, 
you get ViewCall 
America’s On-TV Internet system. Using 
a wireless keyboard, an inexpensive set 
top box, custom browser software and a 
compatible television set, On-TV could 
quite possibly free the sofa-bound Net 
surfer trapped in the immobile form of 
every couch potato. | don’t know about 
you, but playing an Internet-savvy, multi- 
player-friendly version of Jellyvision’s You 
Don’t Know Jack on a 27-inch TV screen 
sounds too good to pass up. 


ViewCall 


AMERICA 


Tol.: 303.548.9113 


In a move that’s 
sure to appeal to 
flight-sim aficiona- 
dos, Internet game 
developer VR-1 has 
announced 
Air Attack, a 
“massively 
multiplayer” 
online game 
in the tradi- 
tion of Air Warrior and WarBirds. Unlike 
the aforementioned services, Air Attack 
appears to be targeted primarily at 
novice and casual computer gamers. In 
other news, VR-1 has announced a new 
series of online digital comics. 


VR 


ENTERTAIN MEN T 


face off against Ra, the Egyptian sun god, or the Hindu Shiva can 


trade blows with Sif, a sword-wielding Nordic goddess. 


http://www.ten.net 
Tel.: 415.778.3500 


After what seemed like an 
eternity while it was in Beta 
testing (quite possibly the 
computer gaming equiva- 
lent of 40 days and 40 
nights of uninterrupted pre- 
cipitation), the Total 
Entertainment Network 
(TEN) has finally gone com- 
mercial. The first widely 
available nationwide 
Internet gaming service, TEN will offer its first 25,000 members special 
introductory pricing at $4.95 per month plus 95 cents per hour after 
the first hour or a flat rate of $14.95 a month. 

At press time, TEN had these games available for play: Command & 
Conquer (Westwood), Dark Sun: Crimson Sands (SSI), Duke Nukem 3D 
(3D Realms), Necrodome (SSI), Panzer General (SS!) and WarCraft 
(Blizzard). During the coming months, TEN plans to announce support 
for nearly a dozen new games, including Big Red Racing (Eidos), 
Confirmed Kill (Eidos), Deadlock (Accolade), Deadly Games (SirTech), 


Ascension is being created with the help of RTIME’s software 
development kit (SDK), which is optimized for Internet and multi- 
player gaming. Several of RTIME’s founders gained their multiplay- 
er programming skills by working on military simulations for the 
U.S. Army. With RTIME’s help, will Ascension make the grade as 
the first 3D fighting game designed for Internet play? Only time will 
tell, but Computer Player will be watching. For more information on 
the RTIME SDK, contact RTIME at http://www.rtimeinc.com. 


TEN Opens for 
Business = i 


Log on to TEN for multiplayer Duke 
Nukem 3D action 


3D CHARACTERS DELIVERIN 
MESSAGE YOU WANT ON THE 


Animation Broadcast System — 
For The Internet 


Streams animation and/or audio 


D characters that move and spe 
real time on the Internet 


* Enhance your web page 
* Promote your company or product 


* Share your romantic feelings 
* Build a presentation for school 
* Create your own sitcom 


Hey, you've already got a * Express your political beliefs 
-eEE * Tell your favorite jokes 


NEUTRON’ VIEWER a 


It's on the CD-ROM that came with this magazine. 


nstall the software, lod onto the Internet and surf over 
fo... 


www.atomic3d.com 


to see animation like you've never seen on the Web 


Consumer and corporate inquiries welcome 
E-mail your inquiry to sales@atomic3d.com 
ATOMIC 3D is brought to you by NUCLEUS INTERACTIVE, (310) 440-1600 
‘System Requirements: Windows 95, Pentium 100 MHz, High Color 640x480, 14,400 modem 
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Still the easiest-to-use flight simulator! 
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| California. Cone Player 


| stopped by Mplayer’s 
Cupertino offices for a chat with © 
games producer Bill Hodder. Like 
its chief rival (the Total - 
Entertainment Network, or TEN), 
Melayer is aang the ieee 


nulenlayer eaniones of Ce - 


_ & Conquer and Quake, we man- 
aged to ¢ corner Bill and ask him 


2 gaming. 


When will Moiay yer ‘be 5 teas ion : 


commercial release? 


: ‘for other oietioces. We're not 
going to companies saying, “We | 
want an exclusive. We'd like to. 
make a deal with you.” I think this 
industry is new enough and young © 
enough that exclusives really 
aren't going to help anybody. The 
only party that exclusive agree- 
‘ments seem to help is TEN; exclu- 
_ sives, in my mind, don’t seem to — 
help the developers. I think that 
_ online gaming as an entertainment 
vehicle Wit oo 
grow faster by _ | 
_ givingmore 
people more _ 
access to more 
_ games. : 


The Mplayer | interview 


| We’ re s eepteuvels donning t for 
a fall '96 release, but we don't 
have a set date engraved in stone. 


We do have some [technical] hur- _ 
dies we want to cross, and we also 
- want to make sure that we have a 


content line-up lof games| that 
we're comfortable charging for. 


Your main competitor, TEN, 
has actively sought exclusives with 


_ avariety of game developers, 


_ including 3D Realms [Duke Nukem 
3D] and SSI [Panzer General]. Any 
comments on that? 


Our company’s philosophy is 
we're not really interested in mak- 
ing exclusives. We’re ata point | 

where they don’t make a lot of 
-gense to us; we'd like to give © 
developers the chance to develop 


Wha t differen tiates M. ipl ayer 


from TEN? 


i: We have a greater “fun factor” 


- [with the Mplayer interface] and 

_ have unique enabling technologies 
in the voice chat and the white- 

-_ board [ScribbleTalk]. Our service is 

- also looking to be a little more open 
S and more fun, not the sort of dark, 

| aan atmosphere that 


sg I defin- 


into a visual environment like that; 
we're trying to be more open and 
inviting. The game developers I 
talk to seem to be more impressed 
| with Mplayer’ 's underlying technol- 


ogy that we've developed versus 


what they've [TEN ] developed. 


How many games does 
Papayer support? 


We currently offer sunmect for 


Command & Conquer, 


MechWarrior 2, Terminal Velocity 
and WarCraft. Over the coming 


months, we will be offering sup- 


port for even more games, includ- 
ing Big Red Racing, Chaos 


Overlords, Command & Conquer: 


Covert Operations, Deadlock, 


_ Havoc, Quake and SimCity 2000. 


What are M player's long-term 
goals? 


We want to be a very broad 


service. We'd love to have board 


games, flight simulators, racing 
sims, role-playing games and oth- 


ers; some of those games are 


immensely popular. We want to 


- be a game location that people — 

- can come to and play a lot of dif- 
ferent games. You can only spend 
- so many hours playing Quake 


before your eyes fall out of your 
head and your fingers get all 
arthritic. [laughs] And then you'd 
say, “Boy, I could really go for a 


game of poker or something to 
just sort of chill out.” Flight sims 
- are a perfect example: I’m a hard- 


core flight-sim nut, but a lot of the 


time, I don’t feel like going 


through all the setup procedures. 


You have to download the config 
files into your Thrustmaster; after 


you've done that for 20 minutes, 
you get to plan your mission for 
another half hour. Sometimes, you 


_ just want to drop into a pretty 


simple game and go after it. 


Duke Plutonium Pak (2D Realms), Master of Orion II (MicroProse), Quake 
(Id Software), SimCity 2000 (Maxis) and the Ultimate Duke (3D Realms). 

Many in the industry are nervously watching every step TEN 
makes, partly to determine the viability of the Internet gaming mar- 
ket and also to see whether TEN has the mettle to maintain its 
early lead. Although it’s still far too early to divine which camp will 
eventually win this clash of the Internet gaming services, one thing 
is certain: TEN has hit the ground running and isn’t looking back. 


company had been working on. 
According to Hawkins, the game 
amassed a passionate following 
of role-playing gamers during the 
Beta testing period. “Over 25,000 
people spent four to eight hours 
to download the Meridian 59 
Beta,” Hawkins said, “and that’s 
without any marketing or adver- 
tising support.” 

Meridian 59 has now been 
released commercially—an event that should pique the interest of 
anyone who wants to experience the latest in Internet-based role- 
playing games. Meridian 59 shares many elements with single-player 
games like Daggertfall and Ultima Underworld; the player moves 
throughout a freely scrolling 3D gameworld, fights monsters and 
gathers treasure in classic Dungeons and Dragons fashion. 


MultiPlayer Gaming 
Spotlight 


At the recent Online Developers Conference, 3DO Studios president 
Trip Hawkins introduced Meridian 59, a new Internet-only game his 
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layer 


The big difference with 
Meridian 59 is that just about 
everyone you meet in the 
game is controlled by another 
person. This results in a great 
deal of interaction. People 
spread gossip, trade goods 
- and go on quests. Since 
=e Meridian 59 went Beta several 

months ago, hundreds of 
players have created and joined “guilds”—groups of players who 
have the same interests. Some guilds (like The Knights of Meridian) 
are “good” guilds that seek to help new players and “bring justice to 
evil in all its forms.” Other guilds are less altruistic; the Dark Paladins 
seek to “destroy all good, cleansing the earth of the corrupt religious 
institutions.” These player organizations make for an interesting 
social atmosphere; guilds fight one another and undertake quests 
and other activities. Underneath the social and political turmoil are 
hundreds of non-affiliated players exploring and adventuring in the 
gameworld. This creates an engaging and addictive game experience 
with complex situations and scenarios that simply couldn't exist in a 
more conventional single-player game. 

“At one point during the Beta-testing phase, a minor bug caused 
the money in the Meridian 59 gameworld to became essentially val- 
ueless,” said Hawkins. “As an example of players inventing their 
own social rules, they began using rare, valuable items in a rudi- 
mentary form of barter and exchange—in effect replacing the then 
worthless currency.” 


Getting Started with Meridian 59 


This is how it all starts: after installing the Meridian 59 starter kit, you 
create of an online alter ego that will repre- 
sent you in the game. It’s like a virtual ver- 

sion of Mr. Potato Head; you get to choose 


a nose, eyes, mouth and hairstyle for your hon 

character. In addition, you customize your I Z i 
alter ego’s starting abilities by fiddling with q | 
settings for might, intellect, stamina, agility,  ————-—_— 


aim and mysticism, in addition to 
choosing from a plethora of 
spells and skills. Once you’re 
satisfied with your character, 
you're ready to enter the world of Meridian 59. 

At first, you must get the bare essentials: food, weapons, armor 
and other staples. As you make your way into the gameworld, you 
meet other players with whom you can converse or join forces. 
Getting started can be bewildering for some; | strongly recommend 
that all prospective players peruse the Meridian 59 New Players’ 
Guide at http://www.meridian.3do.com/meridian/support/ 
start.html before spending too much time online. 

As a game, Meridian 59 should appeal to ardent role-playing 
gamers looking for new worlds to explore, foes to vanquish, treasure 
to unearth and characters to befriend. More important, Meridian 59 
points toward exciting, previously unexplored territory in computer 
gaming—a future in which Internet-based “virtual worlds” will enter- 
tain and captivate gamers of all interests and walks of life for hours, 
if not days, on end. “Meridian 59 isn’t a ‘ship and forget’ product,” 
added Hawkins. “It’s a dynamic, evolving environment that must be 
continually updated to meet the expec- 
tations of the consumer.” 


Meridian 59 is currently shipping and 
has an estimated street price of $39.95. 
The package includes Netscape 
Navigator 2.0 and one month of free 
play time; for subsequent months, play- 
ers are charged $9.95 per month for unlimited play. For more infor- 
mation about Meridian 59, contact 3DO at 415.261.3180 or 
http://www.3do.com/meridian59. 6P 


Please send your multiplayer gaming news, comments and 
questions to Jeff James at 74774. 1635@compuserve.com. 


OK, Which One Of You #2*@!'s 
Blew My Head Off? 


Nor EVERYONE HAS THEIR OWN LOCAL NETWORK 
FOR GAMES, YET. GAMELAN CHANGES ALL THAT. 


GAMELAN IS THE EASIEST WAY FOR YOU AND 
YOUR FRIENDS TO SET UP YOUR OWN PC GAME 
NETWORK IN DOS, WINDOWS’, AND WINDOWS 95. 

, EVERYTHING YOU NEED IS INCLUDED IN ONE KIT. 
JUST PLUG IN AND MULTIPLAY. 


THE GAMELAN STARTER KIT EVEN INCLUDES 7 OF 
TODAY'S HOTTEST SHAREWARE GAMES, FREF! 


MULTIPLAYER GAMES ARE RED HOT, AND 
NOW YOU CAN PLAY ALL YOUR 
FAVORITES ON YOUR OWN GAMELAN 
NETWORK. 


(800) 767-4858 
Phone: (208) 336-9400 
http:// www.apexxtech.com 
E-mail: sales@apexxtech.com 


TECHNOLOGY, INC 
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PLUG IN AND MULTIPLAY. 
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MS-DOS® AND WINDOWS* 95 CD-ROM 
HTTP:/WWW.ACTIVISION.COM 


ACTIVISION. 


Activision is a registered trademark of Activision, Inc. © 1996 Activision, Inc. MechWarrrior, BattleTech, BattleMech and ’Mech are registered trademarks and Mechwarrior 2: Mercenaries is a trademark of 
FASA CORPORATION. © 1996 FASA CORPORATION. All rights reserved. All other trademarks and trade names are the properties of their respective holders. 
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System: IBM PC 
Genre: action 


Developer: Sierra 
Publisher: Sierra 
Available: now 


You can see by the moonlight 
coming through the windows 
and by the shading on the 
fighters that Sierra spent a 
great deal of time with the 
game’s light sourcing. 


Leg take-downs are some of 
the most visually stunning 


moves CG has to offer. 
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DY Glenn Broderick 


never thought I’d see the 
day when a cool fighting 
game would be released 
on the PC before the con- 
soles. But, as Dylan point- 
ed out, “The times, they 
are a-changin’.” Now, 
before I stage a be-in at CP’s offices, let me be 
the first say that I was extremely surprised to 
discover that Sierra, of all companies, is the one 
to bring this slugfest to desktops everywhere. 
When I think Sierra, I think of Leisure Suit Larry 


, 


pM 


Phantasmagoria, Hoyle’s 
and a pretty cool trip 
that ended in disaster 
when I somehow lost 
all of my money; I cer- 
tainly don’t think of 
flying fists. But if these 
scrappers from the 
Pacific Northwest have their way, by the end of 
the year, “Sierra” will be synonymous with 
“fighting games.” 


This motley crew is evenly divided between the good guys and the bad guys. 


Of course, CyberGladiators has an obligatory 
plot: you play as a new life form sprouting from 
the dead planet of ID (coincidence? I think 
not). Like all races, there are good guys and bad 
guys; in the end, though, you just need to kick 
the living hell out of everyone (which is always 
good for a few laughs). Right now, you’re think- 
ing, “Surely, Sierra doesn’t plan to break new 
ground with this plot?” You're right, it doesn’t; 

and stop calling me 
Shirley. Where they 
plan to make a big 
splash is in the area 
of gameplay; accord- 
ing to Sierra, 
CyberGladiators’ mix 
of graphics, lighting, 
control and special 
moves will herald a 
new era for fighting 
games on the PC. 
Like many of the 
arcade/console fight- 
ers that came before it, CyberGladiators uses the 
always interesting motion-capture technology. 
Arcade goers will remember that this is the tech- 
nology found in the 
oh-so-famous Mortal 
Kombat. This tech- 
nology allows pro- 
grammers, via the use 
of special motion-cap- 
ture suits, to map the 
movements of real peo- 
ple as they perform a 
variety of actions (in 
this case, fighting 
moves). These maps are 
then used to build a 
skeleton around which the fighters themselves 
are created. What makes CyberGladiators unique is 
its modification to this technology. Traditionally, 
motion-captured moves were complete sets of 
actions, i.e., if you make the moves for an upper 
cut, your character must do the same because 
they’re all preset in that particular motion cap- 
ture. With CyberGladiators, Sierra is saying that 
players will be able to switch their moves on the 
fly, e.g., in the middle of an uppercut. If Sierra 
can really pull this off in the final product, it 
might have a truly revolutionary fighting game 
engine on its hands. To find out whether they 
succeeded, keep tuned to our review section. 


How did we come up with the exciting 
new features found in Destruction Derby 2? 


By accident. 


CONTENT RATED BY 
ESRB 


www. pSygnosis-com 


Destruction Derby™ 2 is the perfect combo of balls-to-the-wall racing and 3D wreckage. Seven 


new tracks are longer, wider, faster, plus four destruction bowls. Cars roll, cars flip, cars fly off 
the track. There's more deadly debris to deal with - tires, doors, hoods get jettisoned and serve 
as incoming missiles. There's all new fire, new explosions, and improved suspensions for more 
realistic handling. Destruction Derby 2. Designed exclusively for the true connoisseur of crash. 


© 1996 Psygnosis Ltd. All rights reserved. Destruction Derby™ 2 and Psygnosis and the Psygnosis logo are trademarks of Psygnosis Ltd. The ratings icon is a trademark of the Interactive Digital Software Association. 
CIRCLE #119 ON READER SERVICE CARD 


s a confirmed lover of all things 
spooky, I was immediately taken 
by the premise of Realms of the 
Haunting (ROTH). You play as Adam 
Randall, who is brought to the 

Cornish village of Hellston (an actual 
town) after his father’s untimely 

death. But, much like a good movie, 
this is only the beginning of a huge, 
engrossing story. You 
soon discover that 
there’s more at stake in 
Hellston than the life and 
death of a few people; the 
world is on the brink of being 
hurled into eternal darkness 
and only you can stop it. If 
that isn’t a good time, I don’t 
know what is. 

If you’ve ever 
played Interplay’s 
Normality, the first 
thing you’ll probably notice about 
ROTH is that the game engine feels 
»,familiar (as it should because it’s sim- 

«plyan update of Normality’s True 3D 

engine). You definitely won’t think, 

_ however, that the two games have 
thing beyond this in common. 

Where ‘Normality was lighthearted 

and contained some pretty funny segments, 

Ce promises a very dark, foreboding feel. 

_ Soon after yous arrival i in BISUSTOU, you dis- 


System: IBM PC 
Genre: adventure 
Developer: Gremlin 
Publisher: Interplay 
Available: March ’97 


Stone. These two, when 
joined, ensure that good 
and evil are always in bal- 
ance; without them, evil 
will get the upper hand 
and the world will be cast 
into “eternal darkness.” 
As you've probably 
guessed, finding these is 
not going to be a walk 
through the park. Your 
quest to save the world 
will take you through the 
Realm of Arqua (the 
Divine), the Realm of 
Raquia (the Spirit), the 
Realm of Sheol (Hell) and 
the Realm of Hellud 
(Earth). In each of these 
realms, you'll find clues 
that will eventually lead 
you to these sacred arti- 
facts; in addition, howev- 
er, you'll also find a host 
of baddies who are eager 
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This dimly lighted 
library should give 
you an idea of the feel 
Gremlin is going after 
in ROTH. 


This will be an 
expansive 
game, reaching 
out from the 
depths of the 
normal dun- 
geon crawl. 


Obviously, one of the 
improvements 
between this and 
Normality’s engine is 
its increased aptitude 
at generating 3D. 


Do you think 
that lighted 
circle up ahead 
is hiding some- 
thing? 


to put your noble quest to a premature end. 

An interesting technology note about ROTH 
is the way in which it plans to generate each of 
the realms. In addition to a souped-up True 3-D 
engine, Gremlin uses 3D motion capturing to 
totally throw the gamer into the world of ROTH. 
Similar to traditional, 2D motion capturing, this 
technology will allow the game to (supposedly) 
seamlessly integrate animation with 3D-rendered 
characters and objects. This is an impressive task 
that, if pulled off correctly, might produce a very 
singular gaming experience. 

ROTH has all the makings of a good horror 
movie set in an interactive environment. As 
we've learned through many years of “movie- 
games,” though, it isn’t easy to make this type 
of experience fun. If it’s to work, there needs to 
be a perfect balance between the two elements; 
the big question now is, can Gremlin find this 
balance? We'll be the first to let you know. 


PSYCHOTIC. SUICIDAL. PARANOID. 
DELUSIONAL & AGGRESSIVE. 


Y genetics an 
TES ee 
nn a 

. pagent 


MEET YOUR SAVIOR. 


It's May 2086, alien Mechs are taking-over the world. Humans are being imprisoned within robot bodies to 
destroy all life on earth. It's a race against time for Russian renegade soldier Krazy lvan to pilot a suicide 


mission that will destroy the aliens and free the human race. 
Blast your way into 3-D arcade-action madness with over 30 classes of Mech enemies to destroy in 5 
international battle zones. Customize your battle suit and upgrade your weapons. Are you just crazy enough 


to save the world? 


FOR WINDOWS” 95 
Krazy Ivan, Psygnoss an the Psygnosis logo ae trademarks of Pygnoss, Ld. ©1996 Psygnos Lid. Te ratings con sc trademark ofthe Interactive Digital Sofware Association. Windows® is eithero registred trademark or rademark of Microsoft Corporation nthe United States and/or other counties 


Visit Psygnosis online at www.psygnosis.com 
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This is just on | . 
tial dliefh 
competi ors that jwi)l.. | } 
be strewn through; = * 
out the a ah f 


ne of the most frustrat- 
ing aspects of resource 


You'll fight fires with buckets of 
water or a hose (which can also be 
used to disperse unruly crowds). 
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uch like the human race depicted in the “Star Trek” series, the strat- 
egy/resource management games community has exhausted all of 
its resources on this planet. WarCraft II, C&C, Civ and their kin 
have all explored the possibilities behind “earthly” games. Could this be 
the death knell for these types of games? No way, man! The endless 
depths of space have barely been touched by this gaming genre and the 


ne i 


game makers know it. Con- 

sequently, we’ll see a whole 

bunch of strategy and/or resource 

management titles set in the great 
beyond. One of Interplay’s 
upcoming titles, Fragile 
Allegiance, is taking the trip to 

», Space to see whether strate- 


#*. 
ary | 
¢ 


/ gy gaming exists in such 

"a hostile environment. 

;  You’re cast in the shoes 
of a franchise holder from 


../ the omniscient asteroid mining company, Tetracorp. 
is Naturally, your job responsibilities include colonizing and min- 
ing as many asteroids as you possibly can. Of course, how much fun 
would it be if you didn’t have about a thousand obstacles between 
you and unparalleled wealth? In addition to worrying about other 
alien races, you'll have to make sure you don’t tee off Tetracorp too 
much; if you displease them, there will definitely be negative conse- 
quences on your ability to make money. And though Fragile Allegiance 
will certainly boast a huge number of variables for you to micro- 


» The actual gameplay screen 
m is reminiscent of many of 
my favorite resource- 

management games. 


FA's radar equipment will give 


you all the info you could possi- 
bly need to make a sound deci- 
sion on where to mine next. 


manage, you needn't bog yourself down with minutiae. You can dole 
out as much (or as little) responsibility to a colony supervisor as you see fit. This ability to basically 
customize your game is sure to please strategy/resource management gamers of every flavor. 

If early gameplay is any indication, when it’s released, Fragile Allegiance will certainly give other 
games of its kind (cough, StarCraft, cough) a run for their money. As always, we’ll let you know ASAP 
in our “Reviews” section whether the game delivers all that it promises. 


management/ strategy 


games (for me, at least) is the ot a 


inability to really get down 

and look at the worlds I’m creat- 
ing or destroying. Though it’s cer- 
tainly fun to make all the deci- 
sions associated with building a 
city or colony, I’ve always thought 
it would be even better if you 
could go one step closer than cur- 
rent games allow. If my colonists 
are mad at me, for example, I’d 
like to go down and see them riot- 
ing in the streets instead of just 
seeing a person icon with a red 
lining around it. I’m glad to say it 
seems I’m not the only one seek- 
ing this sort of realism because 


The third-person POV really 
adds to the feeling of flight 
in SimCopter. 


Maxis is about to deliver 
SimCopter. 

SimCopter, in case you 
couldn’t guess from the 
title, puts you in the 
pilot seat of a helicopter. The catch is that you 
can fly this helicopter through the streets of, 
you guessed it, SimCity 2000. The game will 
come with several prebuilt cities on it, but it 
also has full file compatibility with SimCity 
2000; basically, this means that you'll be able to 
import any map from the game (including ones 
that you’ve made) and fly a helicopter through 
it. In typical Maxis style, you’ll be able to put 
your piloting skills to work in SimCopter’s career 
mode, which will pit you against a big variety 
of disasters—fires, riots, etc. In the end, though, 
the game’s primary attraction will be its ability 
to show you SimCity as you’ve never seen it 
before. Check back soon for a full review! 


Little Big Adventure 2 


rom the folks who brought you the visually stunning Time Commando comes 


this highly anticipated sequel to the cultishly popular Little Big Adventure 


of the game’s hapless protagonist, Twinsen. This time around, however, 
the muffin-like man—and his world, for that matter—are all given a huge 
shot of steroids. (Note: current name is a working title.) 

I noticed immediately how much better the title looked than its pre- 
decessor; there’s an increased polygon count in the game’s characters 
as well as a significant improvement in the quality of the backgrounds. 
Even in the way-incomplete version I saw, the pre-rendered landscapes 
were simply breathtaking. I was especially surprised to see that the 
game, even though using a rather expansive isometric view, moved 
along at a pretty good clip without 3D/2D acceleration. This bodes well 
for those among you who don’t plan to get involved with the upcom- 
ing 3D card wars. 

Even though I'll probably get hate mail from PC and console fans, I 
have to say the game reminded me a little of the Nintendo 64's Super 
Mario 64. Though the four POVs in LBA2 can’t compare with the 
myriad available in the N64’s baby, the look and feel of the two games 
are quite similar. It’s true that LBA2 will have many more adventure 
game features, e.g., adjusting Twinsen’s attitude to perform different 
actions, but both will have the key element of exploration. Can this 
possibly be the PC’s Mario killer? Only time will tell. 


(known as Relentless in the U.S.). Once again, Adeline places you in the shoes 


System: IBM PC 
Genre: action 


Developer: Adeline 
Publisher: Activision 
Available: June ’97 


The haze off the ocean 


water is really something 
to see—great effect. 


Even at this early 
stage, there is some 
incredible 3D render- 
ing within the walls of 
LBAZ2. 


Somehow, beating an opponent is more 


fulfilling if his head comes off, too. 


Dark Reign: The Future of War 


n the future, humans have lost all their tech- sion and take contro 
nological prowess because computers in the 
late 20th century couldn’t reflect a date 
beyond December 31, 1999 ... oh sorry, that’s my 
game idea. Let me start again. In the future, civil 
war and a water shortage are tearing the universe 
apart; amid the chaos, two major groups (the 


— mi 


include 


ae height i 
"Escort 
Patrol 


Decoy 


ground 


Imperium and the Freedom Guard) fight for 
domination. This epic struggle for dominance 
takes place throughout the galaxy—everywhere 
from jungles and volcanoes to moons and ice 
plains. Dark Reign: The Future of War puts you in 
the shoes of a commander for either side. Your 
mission? To beat your opponent(s) into submis- 


keep you posted on 


DR is Activision’s first foray into the realm of 
real-time strategy games, and at this early point, 

it looks good. Though much of the game looks 

as if it will borrow from the likes of C&C and 
WarCraft II, Activision is quick to point out that 
there will be some unique innovations. First, the 
terrain in DR will vary in eove Serge 
height; each map will ‘She 


mounds in the ground. 
The cool thing about 
these changes in terrain 
s that you can 
use them strategically, 
e.g., hide behind a 
mound, 
opponent approaches, 
and ambush. Further, 
your troops will be able 
to use trees and other 


spots from which to spy 
or set up an ambush. 
Also, look for a huge 
variety of unique units 
to make up each side’s troops. I don’t 
want to give away any surprises, but 
one unit can kidnap an enemy, tie a 
bomb to him and catapult him back 
to his base. Coooool! We’ll definitely 


more info becomes available. GP 


System: IBM PC 
Genre: strategy 
Developer: Australis 


Microprogramming 
Publisher: Activision 
Available: February ’97 


1 of the universe. 


As you can tell, Activision is 
spending a lot of time on 
ensuring that DR’s look will 


be highly polished. 


dips and 


wait until your 


objects as hiding 


DR’s progress as 
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IF THE GAME GRAPHICS 


DON’T BLOW YOU AWAY, 


ONE OF THESE Wik. 
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OMETIMES, 


HAVING A 


Sometimes, you also need guts. Or a brain. Or quick 


feet. Other times, you need all of the above plus 


TREASURE SEEKING, 


PUZZLE SOLVING, ALLIGATOR 
WRESTLING, AND STILL TIME ; ; 
grenades, a shotgun and a matching pair 


FOR A FIGHT. 


of nine millimeters. Such is your fate 


when you control Lara Croft, heroine 


heartthrob of Tomb Raider. 


| PlayStation. | 
l 
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EIDOS INTERACTIVE, CORE, TOMB RAIDER, LARA CROFT AND HER LIKENESS ARE TRADEMARKS OF 
Eipos, Ptc. ©1996 Eipos. 


NOTHING LIKE A 


LITTLE SWIM BEFORE 


FENDING OFF A PACK 


OF WOLVES. 


KILLER BODY — ..... 


A BRIGHT LIGHT 


JUST ISN'T ENOUGH. ar acre or 


o 


Lara has her sights on a few ancient artifacts, and 
she’s not going to let anything or anybody get in her way. 


Alligators. Wolves. Thugs. They're all tempting fate once 


in Lara's path. But hey, what’s a little temptation? 


Especially when everything looks this good. In the game, 


we mean. Check out Tomb Raider at www.tombraider.com. 
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Above: the texture maps on 
your tank will change to 
reflect the damage you take. 
Left: during g 
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c about atten- 
tion to detail! 
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Lest you think the game takes 
place only in the desert, check 


’ 


out this countryside setting (com- 


lete erhead). 
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You'll be amazed to see just how 
realistic these explosions look, no 
matter how far or near you are. 
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In the Beginning .. 


Some would say that the computer - 
games business is a crazy place to try 
to make a living. Technology ee 
_ so rapidly that what’s cutting-edge 
| today i is obsolete tomorrow; when — 
_ you factor in the amount of time it - 
takes to make a ‘game, you're iooking : 
ata very risky proposition. Still, a 
select few manage to stay in the busi-_ 
ness, make great games < and even 


_ make a profit; NovaLogic i is one of 


these companies. Several years back, 


the then small company made a_ 


- name for itself with one of its first 
titles, Armored Fist. This tank simula-_ 
tion took many by surprise with its 


trols. There were, of course, the dlitist 


day) graphics and finely tuned con- 


| "nay-sayers who dismissed the game — 


as a passing fad, an arcade game 


_ dressed up to look like a sim. © 
Whether these charges were true or 
: not, the fact remains that Armored — 


in the tank-sim genre. 


_ The company « demonstrated 1 with: 


the release of AF (along with 
— Comanche) that it understood the 


 industry’s volatile nature; it managed : 
to find that happy medium between 
product perfection and technological _ i 
_ plays it. Ifa game isto make it 


limitations. And though the people 
at Noval. ogic | scored two homeruns 


with their first round of games, they 


were all too aware that resting on 


oo your laurels in this business is equiv-— 
alent to shooting yourself in the foot. _ 
Consequently, work soon beganona 


game technology that would make 


fe (see sidebar). 


oni with the Show — — 
One of the first titles to be oe 


with Voxel Space 2 is, aptly enough, : 


_ Armored Fist 2. It was only fitting 


that the company’s newest technol- 


_ ogy be used in the sequel to one of 


- about the new engine and the batch | 
of sequels, I was (like you, probably) | 


its flagship titles. Upon first hearing 


_ skeptical about what the game — 


could offer. Sure, pretty graphics are _ 


nice, but the proof is in the pud- — 


ding. emery is the ce and too 


— many ees - caught up it in 
_ the deathtrap of “good graphics = 
- good game.” Fortunately, NovaLogic 


is aware of the “graphics trap” and 


_ is focusing on the mechanics of 
- gameplay. 


What struck m me right from the 


S . start about AF2 is the tireless atten-_ 
tion to detail, both in graphics and 
in accurately representing the M1A2. 


AF2 game designers spent hour upon 


_ hour with the designers of this “21st _ 
. century” tank to ensure that their 
eye-popping (by standards of the 


‘game would do it justice (see side- 


| bar). Although — sims c can ep | 


extensive efor ose has cap- 
tured the tank’s essence; the result is 
a game that will most likely provide 


__ much more than the Epic sim fan 
— will expect. 
: Fist established itself as a contender . 
. and feels authentic; | 

_ that’s only half of 

~ the battle when 

_ you're shooting 

_ for a game that : 
will fire the i imagi-— 


OK, so the game looks 


nation of everyone who- 


into the hard drives of more than a 
few PC owners, issues like Al, level 
design and multiplayer capabilities 
need to be examined thoroughly and | 
somes Howiessy. As you milgpt : 


many hours implementing - 
earlier titles look dated—Voxel Space : 


‘these aspects of gameplay as it 
did making sure that its title tank 
looked realistic. In addi- 


tion to providing 
_ Althathasbeen _ 
_improved since the | 


first AF, AF2 gives 
gamers the 

chance to 

exchange fire 

with Russian T-80 
tanks, Hind heli- 
copters and BMP 
transports, among — 
others. This array of 


enemies again 


NIAZ 


CP Takes an In-Depth 


Look at one of the Year's 


Hottest Tank Sims 


by Glenn Broderick 
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harks back to NovaLogic’s commitment to 
authenticity. 

One of the problems with past NovaLogic 
titles was map size; it always seemed as if I would 
move for less than a minute and the terrain 
would begin to scroll around again. Worse, play- 
ing with someone else degenerated into “who’s 
faster with the trigger” instead of a real strategic 
contest. AF2 promises to fix that problem by pro- 
viding enormous playing fields through which 
to pilot your tank. Further, terrain details like 
ridges, valleys and weather conditions can add 
an element of strategy that some complained 
Was missing from the first NovaLogic games. 

An important part of any military sim nowadays 
is its array of multiplayer features because, when all 
is said and done, hunting down a human is always 
more fun than outfoxing computer AI. AF2 will 
sport a nifty selection of multiplayer options that is 
sure to please. First, and most notably, AF2 will 
allow an IPX-networked game of eight people play- 
ing off one CD. This sort of capability is a pleasant 
surprise when you're used to the average “three 
players, one disc” game. Although the game does- 
n't currently support Internet play (expect a patch 
or an upgrade for this feature down the road), AF2 
supports the standard modem games and direct 
link via null modem cable. Suffice it to say that 
fans of multiplayer gaming won’t be disappointed 
by the features in AF2. 

All that’s left now, as they say, is the waiting. 
As we went to press, the folks at NovaLogic were 
putting the final touches on their virtual M1A2; 
some of the changes may never be seen by the 
consumer while others could make or break the 
final product. Can their particular mix of eye 
candy and game mechanics pull AF2 ahead of 
the tank-sim pack? Judging by their track record 
and what I’ve seen so far, the prospects are good. 


MIA2 ABRAMS 
PERFORMANCE CHARACTERISTICS 


_ Commander's weapon “50 cal M2 m chine gun 
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Its Really Real ... Really! 


The ultimate goal of every game is (or, at least, should be) to achieve that always 


elusive “suspension of disbelief.” Although this notion might seem very basic, it is 
quite possibly one of the most difficult aspects of making a game. How in the 
world are you going to make Mr. John Q. Consumer, who’s never even seen an 
M1A2 Abrams, feel as if he’s really in the commander's seat? He has no frame of 
reference by which to judge, and yet, if the experience is totally contrived, you can 
be sure that he'll notice. Call it 
consumer's intuition. So what 
are game-makers to do? 
Research, research, research. 
And research they did. What 
did they learn about this 21st 
century behemoth? Judging by 
the stats below and by the 
tank’s appearance in the game, 
they must have learned that 
the thing is, in two words, bad- 
ass. And you can be sure that 
each of the elements below is 


represented in spades in AF2. 
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Everything you wanted to 


know about Voxel Space 2 
but were afraid to ask 


you would call a technical 

genius; consequently, when- 
ever | see a game, good or bad, | 
am awed by the sheer breadth 
of knowledge required to make 
it. When | see something truly 
mind-blowing, this awe is dou- 
bled. One such mind-blowing 
game element is NovaLogic’s 
Voxel Space 2 technology. In 
fact, | was so taken by the tech- 
nology that | set out to discover 
exactly how it works. 

A voxel, for purposes of anal- 
ogy, is like a tiny, 3D polygon 
that appears to have—you got it!—volume. Voxel 
Space, as you might guess, uses voxels to create a 
gameworld. Specifically, they’re used to make a 
game’s playfield/terrain look more realistic. 
NovaLogic’s first Voxel Space technology provided 
gamers with previously unseen terrain detail. The 
only problem was that the voxels appeared to 
“break up” as you got closer to them. Voxel Space 
2, in addition to upping overall resolution (by more 
than tenfold), holds the voxels together no matter 


B:. er, | mean, I’m not what 


Your success in 
AF2 will depend 
on how well you 


how close you get to them. “Simply put, Voxel 
Space 2 is the best technology to use if your game 
is taking place less than 100 feet off the ground,” 
says NovaLogic’s CEO, John Garcia. 

Aside from all the jargon, Voxel Space 2 means 
really cool-looking games, especially when used in 
sims that keep you at low altitudes. It appears that 
other game-makers have realized this, too, because 
according to Garcia, NovaLogic is in the process of 
licensing the technology for use in other games. 


can dispatch ene- 
mies on land and 
in the air. 


— 


Making The Game 


It's amazingly easy to use a product and take for granted all the effort that went into making It. Take the 
computer or video game. You go to the store, you buy it, you take it home, you play it, and (hopefully) you 
beat it. If you like it, the game might remain in your software collection; if you hate it, the game gathers 
dust or is dishonestly exchanged at a software store as “a game | got for my birthday.” Although it might 
be easy not to think about it, a great deal of work and a lot of man/woman-hours go into just about every 
game released for the PC or consoles (with the possible exception of Catfight). Perhaps one of the best 
models of this hard work can be found at NovaLogic, where AF2 and Voxel Space 2 were developed 
simultaneously. | had the chance to talk to some of folks there about the making of AF2. 


Computer Player: What will AF2 share 
tically different? 

Kent Simon (programmer): First, and 
most notably, AF2 will look much better, 


thanks to Voxel Space 2. Further, we re 


to represent objects in the game. 


with each new game we do, we make 


significant enhancement to the game Is 
the detail on the actual M1A2; we made 


huge variety of multiplayer capabilities. 


CP: Do you see the design of AF2 as 


with its predecessor, and what will be dras- 


using textured polygons instead of sprites 


Incidentally, the object functionality in the 
game will surpass that of F-22 Lightning I; 


improvements in the technology. Another 


sure that everything on the real tank was 
in the game. Lastly, of course, AF2 sports a 


answering a need in the gaming community? 


Specifically, did you think that gamers were 
getting fed up with ultra-complex, keyboard- 
intensive controls in their sims? 


John Garcia (CEO and president ): 
Definitely. Through every stage of AF2 (and 
our other titles), we concentrated on making 
the game accessible to a broader market. 
We spent a lot of time making sure that our 
interface was as Intuitive and as easy to use 
as possible. That isn’t to say we lost the sim 
aspect of the game, though; we spent a lot 
of time with the real M1A2 and found that a 
thousand command buttons weren't neces- 
sary to operate it. This falls in line with the 
military's commitment to making its vehicles 
simple to operate. 


CP: What has been your biggest challenge 
during AF2’s development? 


David Seeholzer (VP of software): 
Probably the fact that the game does so 
much so well. The design and development 
of the title required the hard work of many 
very talented people because we had to 
make it incredibly good. The first AF was a 
great game, and our goal with AF2 was to 
surpass that title in every aspect. 


CP: What sort of research went into the 
design of AF2? Did people from NovaLogic 
spend any significant amount of time at mill- 
tary bases inspecting authentic vehicles? 


JG: The AF2 team spent days and days with 
the tank—driving It, examining it and testing 
out its targeting system. The people at 29 
Palms were very helpful, as were a host of 
other military bases. In addition, we worked 
closely with General Dynamics [the M1A2's 
designer] to make sure we had it right. 


Although a picture 


can’t really show 
this, you'll really 
be blown away by 
the physics of 
your tank as it 
dips and rises 
while traveling 
over the sand. 
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countryside, and the people are clamoring for a new 
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THE 1995 STRATEGY GAME OF 


very year at about this time, I’m sure the thoughts of many com- 
puter gamers—regardless of age—turn to what sort of goodies 
they'll find under the Christmas tree. Game developers know 


that the holiday season can make or break their products, so the rush 


to hit that crucial selling season can be almost overwhelming. With 
my tummy swollen with eggnog and frosted sugar cookies, my 


OUTLAWS 

LucasArts 

Price: $60 

Website: 
http://www.lucasarts.com 
Phone: 800.STAR.WARS 


Saddle up, pardner! LucasArts has a passel of 
action headed your way with Outlaws, a new 
action/adventure game (first previewed in the 
October ‘96 Computer Player) slated to hit the 
dusty streets of your hometown this December. 
Unlike most games in the first-person POV action 
genre (such as Quake and Duke Nukem 3D), 
Outlaws will take gamers back to the woolly days 
of the Wild West for some pistol-shootin’ excite- 
ment. Employing modified Dark Forces technology 
for the action sequences and the Rebel Assault 
game engine for the animated cut scenes, 
Outlaws will easily be one of the most inventive 
titles of this holiday season. 


HUNTER/HUNTED 
Sierra On-Line 
Price: $49.95 
Website: http:// 
Www-sierra.com 
Phone: 800.757.7707 


If side-scrolling action 
games such as 
Blackthorne, Prince of Persia and Fade to Black 
put the spin in your hard disk, Sierra’s new 
Hunter/Hunted should be at the top of your list. It 
employs the same basic gameplay elements as the 
aforementioned classics and amps up the action 
with jaw-dropping hi-res graphics and head-to- 
head play. Players can choose to be either the 
bloodthirsty Minotaur or Jake, a stone-jawed hero 
with an appetite for destruction. You can play 
against either the computer or a flesh-and-blood 
opponent, and you must guide your alter ego 
through a trap-filled onscreen labyrinth and collect 
weapons and other goodies. 
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STARFLEET ACADEMY 
Interplay 
Price: $60 
Website: http://www. interplay.com 
Phone: 800.INTERPLAY 


If you get chills down your 
spine when you think 
about Klingons, Romulans 
and green-skinned alien 
dancing women, you'll be 
more excited than a hun- 
gry tribble when Interplay at last releases its long- 
awaited Starfleet Academy. You'll get to grab the 
con of one of many starships and do battle with all 
the dilithium-grabbing enemies of the Federation. 
With the prime directive as your guide, you'll get 
to blast all sorts of enemies into cosmic space 
dust. With a robust suite of missions, a wide array 
of multiplayer options and a strict adherence to 
the “Star Trek” universe, SFA could be the Wing 
Commander meets “Star Trek” product that so 
many gamers have been waiting for. 


LANDS OF LORE Il: 
GUARDIANS OF DESTINY 


Westwood Studios 
Price: $60 
Website: 
http://www.vie.com/low/games/lore.html 
Phone: 800.874.4607 jmmggmmees s--92c oy 


The original Lands of 
Lore was one of the 
most popular com- 
puter role-playing 
games (RPGs) of 
recent memory. 
Thankfully, developer 
Westwood Studios 
has nearly completed work on the long-awaited 
sequel, dubbed Lands of Lore II: Guardians of 
Destiny. Using a mix of computer-generated 
graphics, hand-drawn art and digitized video 
clips, LOL2 has the potential to be just as popular 
as the original. With its easy-to-learn user inter- 
face, LOL2 should appeal to both role-playing and 
adventure gamers. The story is unique, as the 
player assumes the role of Luther, the cursed off- 
spring of an evil sorceress. Your quest? Find the 
Ancient Magic, a powerful source of supernatural 
energy that should help you escape from your evil 
birthright. 


thoughts have also turned to the gaming gadgets and goodies I’d like 
to see wrapped in shiny paper and adorned with three-dollar bows. 
Forget those dancing sugarplums; I’ve been having dreams of 3D- 
accelerated video cards, screamin’ -fast fax/modems and QUAKE 
deathmatches on Mplayer. 

To celebrate the season, the COMPUTER PLAYER editorial staff 


DIABLO 
Blizzard Entertainment 
Price: $60 
Website: http://www.blizzard.com 
Phone: 800.953.SNOW 


Whereas WarCraft I/ a 
helped make the real-time °% 
strategy game a house- 
hold word with computer 
gamers everywhere, 
Blizzard's Diablo looks to 
do the same for the RPGs. With an emphasis on 
real-time action and point-and-click exploration, 
Diablo should do much to welcome newbies to 
the RPG fold. Part of Diablo's appeal will be the 
stunning visuals, with players given an isometric 
overhead view (similar to Origin’s Crusader 
series) of all the sword-swinging action. Players 
won't be saddled with an enormous load of sta- 
tistics and character classes that typify other 
RPGs; Blizzard promises that addictive gameplay 
and camaraderie with other Diablo gamers—via 
Blizzard's upcoming battle.net gaming service— 
will be the order of the day. 


FLIGHT SIMULATOR FOR 
WINDOWS 95 
Microsoft 
Price: $60 
Website: http://www.microsoft.com 
Phone: 206.637.9308 


After years of languishing 
in Microsoft's game sta- 
ble, the venerable 
Microsoft Flight Simulator § 
is finally gettinga much §& 
needed facelift. With the 
computer-gaming world 
flocking toward Windows 95, it was inevitable 
that Microsoft's flagship game would follow suit. 
With the move to Windows 95, Flight Simulator 
inherits a number of new and improved gaming 
features. Foremost among those are dozens of 
new airfields and improved graphics and addi- 
tional planes, including the Extra 300L high- 
performance acrobatic plane. To help novices 
get airborne, a robust online help system pro- 
vides step-by-step instructions and a flight 
tutorial created with the help of national aerobatic 
champion Patty Wagstaff, a contributor to Flight— 
a sister Air Age publication. 


decided that I should write a holiday buyers’ guide that lists products 
y buyers § | 


computer gamers should look out for this season. At first, I resisted, 
but my reticence only forced them to tie me to a chair and spoon-feed 
me more fruitcake than the human digestive system can possibly han- 
dle. When I didn’t give in, they piped in music from “Perry Como’s 
Christmas Special” over the office loudspeakers until I began to bab- 


stocking this Christmas. 


ble about roasted chestnuts and Rudolph the red-nosed reindeer. | 
was then poked with sharpened candy canes until I was in enough 
pain to grab my word processor and get started. So if you can forgive 
me for my flagrant abuse of the “Twelve Days of Christmas,” read on 
to see what wonders I think every gamer should have in his or her 
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COMANCHE 3 
NovaLogic 
Price: $60 
Website: http://www.novalogic.com 
Phone: 800.858.1322 


Still glowing from the 
success of its recently 
released F-22 
Lightning II, Nova- 
Logic now has its 
sights set on the helli- 
copter simulation 
market with Comanche 3, the latest iteration of its 
popular helicopter game. Key to the success of 
Comanche 3 is the Voxel Space 2 technology, 
NovaLogic’s new terrain and graphics engine. 
With Voxel Space 2, Comanche 3 offers realistic 
graphic effects such as translucent smoke, mov- 
ing clouds, real-time light sourcing and other 
advanced effects. There’s even more: Surround 
Sound™, network play and more than 30 combat 
missions. Judging by the early Beta version we 
managed to test pilot, Comanche 3 should be able 
to give as good as It gets. 


FRONT PAGE SPORTS 
FOOTBALL PRO ‘97 


Sierra On-Line 

Price: $54.95 

Website: http://www.sierra.com 
Phone: 800.757.7707 


As arguably the 
most popular foot- 
ball game avail- 
able for the PC, 
Sierra’s Front 
Page Sports 
Football Pro 
series has been 
given a fresh coat 
of paint with the release of Football Pro 97. New 
to FBP ’97is network and modem play, and 
Sierra’s Camera Angle Management System 
(CAMS) allows you to see from just about any 
vantage point your favorite quarterback pounded 
into the AstroTurf™. You can be a player, coach, 
general manager or commissioner, and you even 
get to boss around real NFL teams and players. 
With a host of interface improvements and other 
enhancements, FBP ‘97 is the gridiron game to 
watch this year. 


NBA FULL COURT PRESS 
Microsoft 

Price: $60 

Website: http://www.microsoft.com 
Phone: 206.637.9308 


As a basketball fan, 
I'm nervously looking 
forward to 
Microsoft's entry into #™ 
the simulated round- — 
ball arena with NBA 
Full Court Press. It 
promises to have all PR ASo TES 
the goodies that hoopheads -™_ such as exten- 
sive multiplayer options, five-on-five matchups 
in 29 NBA arenas, and motion-captured anima- 
tion of real NBA hotshots in action. The game 
will support up to 1280 x 1024 screen resolution, 
and NBA announcer Kevin Calabro describes 
the onscreen hoopage. All 29 NBA teams are 
included, and you'll get the chance to play sin- 
gle games and practice matches before you 
dive in and go for the big dunk: an entire season 
of hoop-to-hoop play. 


STARCRAFT 
Blizzard Entertainment 
Price: $60 
Website: http://www.blizzard.com 
Phone: 800.953.SNOW 


The best-selling 
WarCraft |] may be hard 
to match, but Blizzard 
Entertainment has the 
potential to do just that 
with StarCraft, a real- 
time strategy game (pre- 
viewed first in the 
August ‘96 Computer Player) slated for release 
early next year. In the distant future in a far-flung 
quadrant of the galaxy, the three primary races in 
StarCraft—the Terrans, Zurg and Protoss— 
struggle for survival. Unlike the orcs and humans 
in WarCraft IJ, the races in StarCraft each have 
their own unique strengths and weaknesses. 
Factor in units that gain experience from battle to 
battle, dozens of scenarios and extensive multi- 
player support (including Blizzard's new 
battlenet gaming service), and StarCraft is shap- 
ing up to be one of the most promising titles of 
the New Year. 


Jeff James 


COMMAND & 
CONQUER: RED ALERT 
Westwood Studios/Virgin Interactive 
Price: $60 
Website: http://www.westwood.com 
Phone: 800.874.4607 = 
Computer Player's editor-in-  ja& #3 6 ited . 
chief, Mike Davila, views the a.:*™ ie} ; 
arrival of Westwood Studios’ "3 ye 
upcoming Command & o.oo 
Conquer: Red Alert with a strange mixture of ner- 
vous anticipation and a sense of impending 
doom. Why, you ask? Although Mike eagerly 
awaits playing this sequel to the best-selling 
Command & Conquer, he also realizes that this 
game could be just the thing that throws the 
well-oiled machine that is the Computer Player 
editorial team into chaotic disarray. When the 
staff start up a multiplayer bout of Red Alert and 
begin pointing and clicking their way to world 
domination—with the help of all those new units, 
such as attack dogs, saboteurs, paratroopers 
and submarines—deadlines will come and go 
with nary a blurb of text or grainy screenshot 
crossing his desk. Our only hope is that Mike will 
himself be so busy playing Red Alert that he 
wont mind. 


LF 


SYNDICATE WARS 
Bullfrog/Electronic Arts 
Price: $39.95 
Website: http://www. 
bullfrog.co.uk 
Phone: 800.245.4525 


A few years ago, Electronic 
Arts and Bullfrog Productions 
combined forces to bring 
Syndicate to PC and Amiga gamers. Set ina 
dystopian future reminiscent of the film “Blade 
Runner,” Syndicate charged players with com- 
manding élite teams of assassins to eliminate the 
rivals of their corporate owner. Syndicate proved 
to be a sleeper hit and raised expectations for an 
eventual sequel. That sequel has now arrived: 
Syndicate Wars is here. Whereas in the original 
the player could destroy only a limited number of 
objects (such as vehicles), in Syndicate Wars, 
players can flatten entire city blocks to accom- 
plish their mission. If you've always liked to watch 
things explode, Syndicate Wars may just wind up 
being a permanent resident on your hard drive. 
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THe CPHOUDAY BUYERS’ GUIDE 


GAMELAN > 
Apexx Technologies 
Price: $139.99 
Website: http://www.apexxtech.com 
Phone: 800.767.4858 


Over the 
past few 
months, just 
about all the 
network 
gaming that 
has 
occurred in 
the CP 
offices has 
been made 
possible by a 
couple of GameLANs from Apexx Technologies. 
They're easy to install and configure, and we were 
up and running with the GameLAN before you 
could say, “Network gaming kills productivity.” 
Everything you need to get up and gaming ina 
hurry is included: two GameLAN adapters 
(which snap onto the open parallel port on each 
computer), some phone cable to connect the 
adapters and a CD stuffed with drivers and free 
game software. We've used the GameLAN daily 
for quite some time (all in the name of “product 
testing,” of course), and we can't think of an 
easier way to create your own in-house peer- 
to-peer game network. 


QUICKTEL II-C 33.6K BPS 
FAX/MODEM 


Logicode 
Price: $399.95 


Website: http://www.logicode.com 


Phone: 805.383.2500 


Just about anyone 
Can go out and buy a 
standard 28.8 
fax/modem for Web 
browsing. But if you 
really want the world 
to know that you're a 
techno-savvy Web 
warrior with an 
appetite for speed, 
you should check 
into Logicode’s 
Quicktel II-C line of external fax/modems. The 
Quicktel Il-C has a trendy design that will make 
everyone in your office swear that you've got a tri- 
corder from “Star Trek” perched next to your PC. 
The Quicktel II-C’s (model 33X-DSVD-C/LCD) good 
looks are matched by an impressive list of features, 
including Digital Simultaneous Voice and Data 
(DSVD) technology, a full duplex speakerphone and 
a digital voice-mail answering system. All this 
capability doesn’t come cheap, but if you're looking 
for the ultimate fax/modem (and want to look like a 
hip, cutting-edge sorta person), look no further. 
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VERBAL COMMANDER 


K2 Interactive - 


Price: $149.95 


Website: http://www.k2i.com 


Phone: 918.496.4300 


Although it may be my natural inclination to shout 
expletives at my coworkers during our regular 
Quake deathmatches, my computer has never 
really paid too much attention—until now. 
Thanks to K2 Interactive’s new Verbal 
Commander, some of my favorite computer 
games now respond to my voice. The Verbal 
Commander consists of an ISA half-length 
expansion card, a microphone headset and a 
software driver, and it’s quick to install and 
remarkably easy to configure. | was able to con- 
figure some of my favorite games—such as 
Quake, Duke Nukem 3D, X-Wing, TIE Fighter and 
EF2000—to respond to voice commands. It's not 
entirely perfect, but the Verbal Commander does 
free my hands so that | can use expressive hand 
gestures to communicate with my coworkers 
during network play. 


REACTOR 3D 


Intergraph 
Price: $199.99 
Website: http://www. intergraph.com/ics/reactor/ 


Phone: 800.692.8069 


Even with the current craze for 3D-accelerated 
graphics cards on the PC, we were surprised 
to see a huge, serious-minded company such 
as Intergraph enter the gaming market with a 
3D card of its own. Dubbed the Reactor 3D, 
this new card should be able to give Creative 
Labs, 
Diamond 
and 
Orchid 
some 
heady 
competi- 
tion. 
Based on 
the 
Rendition 
Verite 3D 
proces- 
sor, the Reactor 3D ships with 4 megabytes of 
on-board RAM and a suite of shareware 
games and video drivers. Installation was a 
snap, and the improved graphic performance 
(seen from games like Microsoft Hellbender 
and Monster Truck Madness) was remarkable. 
Even more amazing is the price: the Reactor 
3D retails for only $199.99, making it an afford- 
able purchase for even the most penny-pinch- 
ing gamer. If you've been looking for a low- 
cost, high-performance entry into the world of 
3D accelerated gaming, the Reactor 3D could 
be just the ticket. 


JAZZ JS-300 3D SPEAKERS 
W/JS-900 SUBWOOFER 


Jazz Inc. 
Price: $124.95 (JS-300), $109.95 (JS-900) 
Phone: 818.336.2689 


Now that the CP staff have settled into our new 
offices, we regularly turn up the audio on our 
computers until dust rises from the floor with 
every retort of the Quake rocket launcher. Editor- 
in-chief Mike Davila always seems to make more 
noise than the rest of us, thanks in part to the 
spiffy set of new Jazz speakers that he’s evaluat- 
ing. With impressive 3D sound, a variety of sound 
customization options and a slew of other fea- 
tures, the Jazz JS-300 speakers (with JS-900 
subwoofer) make for a substantial improvement 
in audio quality. They may not be the best speak- 
ers available, but the Jazz units are definitely 
among the most affordable. 


MACINTOSH 
PERFORMA 6400/200 


Apple Computer 

Price: $2,799 

Website: http://www.apple.com 
Phone: 800.767.2775 


If you've always thought that the Mac wasn’t 
good for games, you'd better think again. With 
the unveiling of the new Macintosh Performa 
6400/200, Apple is out to prove that the Mac 
does do games and that it is a good home 
computer as well. For starters, the system 
sports a speedy 200MHz PowerPC 603e 
processor, 16 megabytes RAM, a 2.4 GB hard 
drive, an internal 28.8-Kbit/s fax/modem and 
16-bit audio (with an integrated subwoofer). 
The included 8X-speed CD-ROM is just as fast 
as the fastest PC CD-ROM drive, and the 
machine also supports up to five external SCSI 
devices, such as scanners and hard disks. 
Although the only game included with the sys- 
tem is MacPlay's Descent, a huge assortment 
of other software titles guarantees that you'll 
always have something to do. 


SIDEWINDER GAMEPAD 


Microsoft 


Price: $59.99 


Website: http://www.microsoft.com 


Microsoft 
entered the 
computer 
joystick 
market a lit- 
tle over a 
year ago 
with the 
Sidewinder 
3D Pro. Fast 
forward to 
Christmas ‘96, and Microsoft is once again intro- 
ducing a new controller: the Sidewinder 
gamepad. As the name would indicate, this con- 
troller mimics many of the gamepads on console 
systems such as the Sony PlayStation and the 
Sega Saturn, and it is obviously part of 
Microsoft's strategy to facilitate the migration of 
console gamers to Pentium computers running 
Windows 95. The Sidewinder gamepad feels 
solid and responsive, and the included driver 
software makes configuration a point-and-click 
process. Up to four Sidewinder gamepads can be 
daisy-chained with an ingenious cabling system, 
obviating the need for a multiport hub (as seen 
with the Gravis GriP system). Microsoft has once 
again demonstrated that it can design and manu- 
facture cutting-edge game accessories. 


FALCON 
NORTHWEST MACH V 


Falcon Northwest Computer Systems 
Price: $3,495 


Phone: 206.637.9308 


Website: http://www.falcon-nw.com 


Phone: 800.258.6778 


Not content to let new computer systems from 
NEC, Hewlett-Packard and other goliaths enter 
the computer-gaming market without a fight, 
Falcon Northwest recently released a 200MHz 
version of its popular Mach V system. In addition 
to a faster CPU, the new Mach V features an 
active refrigeration cooling system, 512K of 
cache memory, a Diamond Stealth 3D 2000 video 
card with 2 megabytes RAM, 16 megabytes of 
system memory (expandable to 128 megabytes), 
a 2.1 GB EIDE hard drive and an 8X CD-ROM 
drive. Rounding out the package is a Creative 
Labs Sound Blaster 16, an Altec Lansing speaker 
system, a CH Products Flightstick Pro with high- 
speed dual gameports, a 15-inch CTX monitor 
and a one-year parts and labor warranty. You'll 
also get all the usual stuff, such as Windows 95, 
a mouse and a keyboard. As always, Falcon can 
also configure a system to match your specific 
gaming needs. 


MASTERPILOT 

QuickShot 

Price: $99.95 
Website: http://www.quickshot.com 

Phone: 408.263.4163 

If having to 
use all the 
keyboard 
commands of 
your favorite 
flight sim is 
giving you 
arthritic 
fingers, the 
answer is the 
QuickShot 
MasterPilot— 
a device that 
can be con- 
nected to your 
keyboard 
cable with a 
pass-through connector. Once you've config- 
ured the MasterPilot—which happens to look 
like the multifunction display of a real combat 
aircraft—you can quickly access all your key- 
board commands without having to hunt for a 
key during the heat of battle. The MasterPilot 
will also work with more than 20 other games 
as well, including X-Wing and T/E Fighter. 


WINGMAN WARRIOR 
Logitech 

Price: $80 
Website: http://www.logitech.com 
Phone: 800.231.7717 


Endorsed by renowned game designer John 
Romero, Logitech’s Wingman Warrior is one 
unique game controller. In addition to an 
ergonomically designed joystick, the large, 
heavy, flattened base of the Warrior gives the 
joystick a solid foundation to keep your aim 
steady during even the most heated multiplayer 
matches. The key to the Warrior's design is the 
spin-fire control knob, which can be quickly spun 
to allow fast-action turning and strafing in games 
such as Doom and Quake. Using the Wingman 
Warrior, | was able to outdo my normally pathetic 
performance in Quake and frag my coworkers 
with utter impunity. 


VIRTUAL I-GLASSES VPC 
Virtual i-0 


Price: $499 


Website: http://www.vio.com/ 
Phone: 800.646.3759 


Although “virtual” and “reality” have become 
two of the most overused buzzwords in the 
industry, that hasn't stopped Virtual i-O from 
becoming the most prominent VR headset manu- 
facturer in the industry. Its latest headset, Virtual 
i-glasses VPC, installs quickly and easily with any 
PC compatible computer, as no additional cards 
or drivers are required. As CP's associate editor 
Glenn Broderick pointed out in the July ‘96 
Computer Player, the Virtual i-glasses are 
arguably the best VR goggles to overextend your 
credit card with. So what are you waiting for? 
Grab some Virtual i-glasses and go virtual! 


MINDDRIVE 
The Other 90% 
Price: $109.99 
Phone: 415.460.1010 


We didn't believe it at first. And even after we fid- 
died with the setup and configuration, we still 
weren't convinced, but it grew on us. What I'm 
talking about (in a roundabout way) is a gadget 
called the MindDrive, developed by a company 
called The Other 90%. With the MindDrive 
installed and working properly, you should be 
able to—get this—control the computer with 
your thoughts. Place the MindDrive connector on 
your finger, boot up the MindSkier software and 
think “left” and “right” thoughts, and you should 
be able to slalom down a simulated mountain 
with ease. We eventually got it to work, and it's 
pretty amazing. Be forewarned, however: getting 
the MindDrive to work properly may take more 
time and patience than some people are willing 
to provide. 
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GAMES CHANNEL 
America Online 
Price: $9.95/month 
Website: http://www.aol.com 
Phone: 800.827.6364 


Other 
Internetand 2 
online gam- 
ing services 
may be 
grabbing 
more head- 
lines, but 
for sheer 
breadth and 
depth, it's hard to beat the game content of 
America Online’s Games Channel. As of this writ- 
ing, you can take to the skies in Air Warrior, blast 
mechs in Multiplayer Battletech, play a variety of 
card and puzzle games and chat with fellow AOL 
members about your favorite digital diversions. 
Granted, you won't find many high-profile multi- 
player games such as Quake, Command & 
Conquer and Duke Nukem 3D on the service, but 
you will find a taste of just about everything else. 
And with AOL's recent acquisition of AT&T 
Imagination Network, the game content on AOL 
is bound to improve by leaps and bounds in the 
months ahead. 


ASCENSION: 

MYTHS AND LEGENDS 
Reactive Systems/Chanime Interactive 
Price: TBD 
Website: http://www.reactive.com 
Phone: 713.942.7937 


You haven't 
seen many 
3D fighting 
games 
played over 
the Internet 
for a reason. 
According 
to many 
experts, the 
transmission speed problems associated with 
Internet play all but preclude a satisfying 
“beat ‘em up” game experience. Not so, say 
the programmers at Reactive Systems and 
Chanime Interactive, who are hard at work on 
a 3D fighting game that supports Internet play. 
The game is called Ascension: Myths and 
Legends, and it involves fighters culled from 
various mythologies, such as Thor and Sif 
from Norse legend and Ra from Egyptian 
mythology. Although it’s too early to tell 
whether the programmers at Reactive and 
Chanime can pull off this Internet fighting- 
game feat, it’s definitely worth keeping an 
eye on. 
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BATTLE.NET 


Blizzard Entertainment 
Price: free 
Website: http://www.battle.net 
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With everyone and his venture capitalist rushing 
to turn Internet games into the next gold rush, 
Blizzard Entertainment is taking a less material 
tack. Unlike most new “pay-to-play” Internet ser- 
vices, Blizzard's new battle.net game hosting ser- 
vice is, well, free, provided you have a copy of 
either Diablo or StarCraft (you still pay normal 
connect charges incurred by using your Internet 
Service Provider). Offering Internet gaming ser- 
vices for free—without charging a monthly fee or 
hourly connect charges—is something that some 
in the industry believe to be an unsustainable 
practice. Can Blizzard prove the nattering nabobs 
of Net-negativism wrong? Regardless, battle.net 
is a must-see for any Diablo or StarCraft gamer. 


POD 
Ubi Soft 
Price: $60 
Website: http://www.ubisoft.com 
Phone: 800.UBISOFT 


With the impending arrival of Intel’s MMX tech- 
nology and the increased interest in Internet 
gaming, it was only a matter of time before some- 
one connected the dots and created a game that 
fully embraced both technologies. That new 
game Is Ubi Soft’s Pod, a stylish racing game set 
in a high-tech, science-fiction setting. Pod relies 
on MMxX to help create its gorgeous visuals, best 
demonstrated when players link up for an eight- 
player Internet match-up. Twelve tracks (includ- 
ing several bonus courses) and four environ- 
ments will prevent the action from getting stale. 
The storyline has something to do with an 
exploding planet and a carcinogenic red fungus, 
but most gamers will be too busy admiring the 
drop-dead visuals to care. 


MERIDIAN 59 
Studio 3D0 
Prices: $39.95 plus $9.95/month 
Website: http://meridian.3do.com/meridian/ 
Phone: 415.261.3000 
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As the first widely available 3D Internet multi- 
player RPG (say that 10 times fast), Studio 3D0’s 
Meridian 59 sounds like a dream game experi- 
ence for any role-playing aficionado. The scope 
of the game is immense, with hundreds—if not 
thousands—of players able to converse, trade 
items, join forces and essentially create their 
own virtual world out of the coherent bits of data 
that flit over the Internet. The graphics are a tad 
crude by Quake and Duke Nukem 3D standards, 
but the sheer immensity of the gameworld and 
the limitless possibilities of human interaction 
have the potential to make Meridian 59 a winner. 


NPLAYER 
Mpath Interactive 
Price: TBD 
Website: http://www.mplayer.com 
Phone: 888.MPLAYER 
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The “Pepsi” to TEN’s “Coke,” Mpath Interactive's 
Mplayer should be available as a commercial 
Internet gaming service by the time you read this. 
Although TEN may currently offer more games, 
the staff at Mplayer are betting that the unique 
Capabilities their service provides—real-time 
chat, character portraits and a more upbeat 
appearance—will give them the edge. As of this 
writing, Mplayer allows gamers to go head-to- 
head with five games: WarCraft, Terminal 
Velocity, Command & Conquer, MechWarrior 2 
and Quake. Even more addictive Multiplayer- 
friendly games are slated to appear on the 
Mplayer service over the next few months, 
including Command & Conquer: Covert 
Operations, Command & Conquer: Red Alert, 
WarWind, Havoc, Big Red Racing, Deadlock and 
SimCity 2000. So what are you waiting for? Log 
on and lay waste to your buddies! 


RIDDLER.COM 


Interactive Imaginations 
Price: free 
Website: http://www.riddler.com 
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Welcome to Riddler! We've got ereat games, great prizes, and 1's all FREE! 


lf your gaming preferences run toward more low- 
calorie fare, you may want to check out 
Interactive Imagination’s Riddler website. 
Whereas TEN and Mplayer are busy touting how 
well their services run popular shrink-wrapped 
games such as Command & Conquer, Riddler 
promotes its own Web-based game content, 
such as King of the Hill(a multiplayer trivia 
game), Checkered Flag (multiplayer crossword 
puzzles), Mental Floss (more trivia), The Daily 
Riddle (uhh ... about riddles) and Klondike (the 
classic solitaire game). Just about all the games 
are created with Java and are entirely server- 
based, which means that even folks with slow 
486 machines (but with fast modems) won't miss 
out on the fun. 


SPLATTERBALL 
Engage Games 
Price: TBD 
Website: 
http://www.gamesonline.com/splat.html 
Phone: 714.553.6655 


Although outdoor paintball is one of the more 
popular pastimes around the Air Age offices, the 
time and expense involved in getting a group of 
people together in one spot for a game can be 
prohibitive. Along comes Engage Games Online to 
the rescue with Sp/atterba/—an Internet-based, 
multiplayer version of paintball in which no one 
can get popped in the eye with a paint pellet. Just 
as in outdoor paintball, players divvy up into 
teams and sneak around the local landscape, tak- 
ing potshots at any enemies who come into view. 
lf you're fitness-challenged (we CP editors have a 
tendency to breathe heavily, break into a sweat, 
and develop wobbly knees after one too many trips 
to the water cooler) or would just prefer to play 
paintball in the privacy of your own home, give 
Splatterball a try. 


SUBSPACE 
Virgin Interactive/Burst 
Price: TBD 
Website: http://www.vie.com/subspace/ 
Phone: 800.874.4607 
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As mentioned in last month’s “MultiPlayer 
Gaming” column, Virgin and Burst have joined 
forces to create SubSpace—a multiplayer 
Asteroids clone played over the Internet. 
Although SubSpace is still far from finished, it 
has been updated enough (currently at version 
1.15) to provide a solidly playable game experi- 
ence. You can choose from four ship types, 
dozens of weapons and a plethora of other game 
options as you create groups of players to fight in 
team-versus-team play. Although graphically 
simple, SubSpace is an inexpensive, addictive 
pastime that requires only a Windows 95 Pentium 
computer, a fast modem and an ISP. 


TEN 
Total Entertainment Network 
Price: $9.95/month, $1.95/hour 
Website: http://www.ten.net 
Phone: 800.8040.TEN 
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It's here! If you want to play your favorite games 
over the Internet, the first commercially available 
Internet-games network is now open for busi- 
ness. To help differentiate itself from competitors 
Mplayer and Engage Games Online, TEN offers a 
substantial number of game resources such as 
FAQs, tips and cheats. TEN’s already impressive 
list of games—including Duke Nukem 3D (pic- 
tured above), Dark Sun, Command & Conquer, 
Panzer General, Big Red Racing and 
Necrodome—is getting longer by the week, and 
the recently added Quake is the biggest feather 
in TEN’s cap. Even though Quake’s launch was 
successful, intermittent latency and bandwidth 
problems may frustrate potential TENsters. To get 
the most out of your TEN game experience, make 
sure that you use a fast ISP, such as AT&T, 
Netcom, MCI or MindSpring. 


THE REALM 
Company: Sierra On-Line 
Price: TBD 
Website: http://www.realmserver.com 
Phone: 800.757.7707 


lf you've always wanted to enter the world of one 
of Sierra's King’s Quest graphic adventure games 
(I'll pick a Leisure Suit Larry adventure, thank 
you), Sierra’s upcoming multiplayer fantasy 
world, The Realm, could be just what you're look- 
ing for. After creating a character, gamers can 
freely move throughout the gameworld and visit 
towns, journey through the wilderness and 
explore dark and deadly dungeons. You can go it 
alone or join forces with other players, seeking to 
maximize your security and treasure-gathering 
potential. Graphically, The Realm pays homage to 
Sierra’s popular adventure games, with hand- 
drawn characters and artwork. Sierra is obvi- 
ously testing the same waters as Studio 3D0 is 
with Meridian 59, |'m sure that the wading pool 
will be big enough for both of them, and role- 
playing and adventure gamers of all stripes will 
reap the benefits of their competition. 


AIR ATTACK 
Company: VR-1 Inc. 
Price: TBD 
Website: http://www.vr1.com 
Phone: 303.546.9113 


Following in the footsteps of such online flight 
simulators as Kesmai’s Air Warrior and ICl's 
WarBirds, VR-1's Air Attack—aimed at more 
casual flight-sim buffs—plans to allow hundreds 
of computer gamers to dogfight it out in the pixe- 
lated skies of cyberspace. Air Attack takes place 
in the flak-filled skies of WW II Europe, and play- 
ers can choose from eight combat aircraft, 
including the P-51 Mustang and the FW-190 
Focke-Wulf. You have to give VR-1 credit for 
charging into an already crowded market, and 
the industry could definitely use a newbie- 
friendly, low-maintenance alternative to the often 
too-complicated-for-their-own-good online flight 
sims currently available. GP 
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GT Interactive 
Software 


www-gtinteractive-com 
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: Amok™ © 1996 Scavenger, Inc. All Rights Reserved. Created and published by Scavenger, inc. Distributed 
: by GT Interactive Software Corp. All trademarks are the property of their respective companies. 
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_ Epic MegaGames/Electronic Arts for IBM PC 
ey ~)) ) 7 CODES 


SPECIAL MOVES AND CODES 


As you soar toward your objec- 
tive, you brace yourself for 
more combat. You arm swarm- 
ers and cut loose with your 
remaining salvos of mini-mis- 
siles, reducing the enemy base 
to smoldering ashes. Alerted to 
your presence, enemy fighters 
engage you from the north and 
east. After a glance at the 
remaining ammo count, you 
switch to the few final rounds in 
your cannon. 

The first enemy comes 
straight at you and is met by a 
high-velocity gauss shell that 
sends him crashing into the 
trees below. Your next enemy 


You’ve been kicking serious 
alien and human butt. Still, you 
can’t get any respect until you 
figure out how to pull off the 
bloody finishing moves. No 
matter how well you fight, you 
feel like a geek, and the 
crowd laughs at your 
ineptitude. 

They won’t be laugh- 
ing after you’ve accom- 
plished your first meat 
or flambé move. The 
fighters in Xenophage all 
have different final 
moves, and some have 
more than others. To 
complete a final move, wait 
until you’ve 
defeated your 


FLAMBE opponent com- 
pletely, then go 

A,T,A right next to him 

A, T,A and use the fol- 

A,T,A lowing moves 

A, TA based on the 

ATLA finishing move 
you wish to 
inflict. 


by KEVIN J. McCANN 


takes the remainder of your 
ammo, and your last shot 
splashes him. It turns out to be 
a small victory because radar 
reveals three enemy fighters on 
an intercept course. And to 
think, you had almost completed 
the mission objective. 

Kiss ammo and shield short- 
ages goodbye once and for 
all with some handy cheats 
that will take you through 
even the toughest of levels. 


PRR Cer RE tg ve ws wimeoren 


Of course, what good is a 
fighting game without cheat 
codes? Type in the following 
codes during combat to 
achieve the desired effect. 


BISHOP: the announcer will 
give his less than stellar 
opinion of you. _ 
BLOOD: too clean a fight? 
Then paint the arena red by 
typing this code. 
GLASSJAW: a double- 
edged sword, this code lets 
you stun your opponent with 
one punchorkick. The © 
drawback is that he can do 

_ the same to you. 


HELIUM: weakens the grav-. 


ity, and this makes the fight- 
ers jump higher and remain 
aloft longer. . 
INVISIBLE: makes the fight- 
ers invisible. 


ORCHID: this code works 
only with Selena. | won’t 


poe 
Ce a a ea eI RSet Ce A Mal A De 


Simultaneously 
press the C, W 
and + key on 
the numeric pad 
(CW+). If you’ve 
done this properly, a female 
voice should say “Cheater.” 
Now simply hit the F12 key to 
bring up the special cheat 
menu. 

Under the cheat menu, you 
can rejuvenate your shields and 
give yourself all weapons and 
full ammo complements. If you 
still get blown away, simply 
invoke the invulnerability 
option. 


reer 


give away the effect, 
but | will say that it appeals 
to men more than women. 


SHADOWS: become a true 
shadow-boxer. The bodies 


disappear, leaving only 


shadows. 


STAIN: so the BLOOD code 
wasn’t enough? Enter this 
code in conjunction with 
BLOOD, and let carnage 
truly begin. 


The remaining codes can be 
entered at the main menu 
screen. 


CHAMPS: lets you select 
one of the boss characters 
to be your fighter. Choose 
from Parasite, Champion, or 
Grand Champion, and pound 


_ those puny little mortals. 


XACMAN: brings up a 
minigame similar to good 


old Pacman. 
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Origin/Electronic Arts for IBM PC 


You were psyched to jump into 
flight when you heard about an 
Apache Longbow simulator 
based on Jane’s military manu- 
als. After all, it should 
be the most real- 
istic helicopter 
simulator to 
date. And it 
was, as yOu 
found out 
when you were 
shot out of the sky 
and crash landed before you 
even knew how to adjust the 
pitch of your blade. 

Whether you’re having trou- 
ble staying aloft or simply want 


Bethesda for IBM PC 


i 


You descend into the crypt’s 
endless depths, but you know 


the way well. You’ve been ferry- 
ing so much loot back and forth 


between your wagon and slain 
adversaries that your footprints 
have made the dungeon even 


deeper. A fire daedra bursts for- 


ward, threatening to end your 
dungeon trekking once and for 
all. But you’re prepared, and 


é 


you blast the daedra to bits 
with a few incantations and 
waves of your hands. 

Standing over the remains of 
your recently deceased foe, 
you glimpse the hilt of an extra- 
ordinary and priceless blade. 
The sword seems to fill the 
room with a golden glitter. 
Suddenly, you realize that it’s 
not the exquisite blade’s reflec- 
tion; the room is filled with gold 
and other treasure. 

You lean over to pick up this 
loot and prepare to make your 
way back through the labyrinth 


nr § Th) VERABILITY AND 


to go on an unlimited rampage 
with the ’copter of death, it’s as 
easy as Changing your name— 
in the game, that is. Begin with 
a new pilot, and give 
the pilot the 
name Monty 
Barrymore. 
As long as 
you stick to 
campaign 
mode, you'll 
discover that Monty 
has a few tricks up his flight 
suit. Not only is Monty’s 
Apache invulnerable, but the 
ammo is unlimited, too. Happy 
hunting! 


manov 


_ 


“ 


of tunnels to wherever the exit 
lies. But you find that you have 
no room in your inventory; 
you're already carrying too 
much! Sighing, you begin wad- 
dling back to the exit to dump 
your current inventory into the 
wagon. Fortunately, you can 
end the monotonous journeys 
between the dungeon depths 
and your wagon once and for 
all. 

If you don’t already have a 
wagon, buy one at the general 
store. Now proceed to any 
store (ideally, a general store, 
armory, or weapon smith). 
Once inside, remove your Cur- 
rent armor and weapons and 
place them in your wagon. 
When you're naked (kids, close 
your eyes), talk to the propri- 
etor and select “sell.” When 
the sell menu appears, click on 
the wagon. After the wagon’s 
contents have been displayed, 
end the transaction by choos- 
ing “exit.” Hit F6 to bring up 
your inventory. 

Your wagon contents are no 


~ MM ELIMINATING ENCUMBRANCE AND MAKING FAST CASH 


longer in the right bracket but 
in your personal left bracket. 
Equip yourself with all the items 
you were using before. Exit the 
inventory screen and hit F5 to 
bring up your statistics screen. 
There you have 
it: your encum- 
brance still 
shows that 
you’re naked. 
This is 
because the 
wagon is now 
being treated as 
your personal 
inventory, SO you 
can carry up to 
1,000 kilograms 
of equipment 
and loot! Now you can enter 
dungeons and forego the often 
arduous and definitely tiresome 
task of walking back and forth 
to the exit to dump stuff in your 
wagon. As soon as you grab 
stuff in the dungeon, it will go 
right into your wagon inventory. 
And with the decreased body 
encumbrance, you won't 
sink like a rock in water, even 
when you wear plate mail. 
Finally, by using the no- 
encumbrance feature, you'll be 
able to make major money off a 
single dungeon. 
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Flooring the pedal to the metal, 
you scream over the ridge and 
down the other side of the 
track. You have the lead, and 
no one is even close. Not even 
Virtual World Broadcast TV’s 
obnoxious host, Lance Boyle, 
can break your concentration. 
The next corner is pretty 
tight, but you'll show ’em all 
how it’s done. Instead of decel- 
erating, you keep your speed 
blazing and prepare to impress 
Lance and the crowd. You jerk 
hard at the steering wheel as 
you round the bend, and you 
watch as the edge of the track 
grows nearer and nearer. Next 
thing you Know, you're staring 
up at a monitor in a hospital 
while Lance comments on your 


CHEAT CODES 


You unleash a shower of lasers 
and charge into the room, 
blasting the enemy guards until 
they’re nothing but piles of mis- 
cellaneous body parts. You 
hear something around the cor- 
ner, SO you send a spider bomb 
into the unknown and are 
rewarded with a gratifying 
explosion followed by a death 
cry. You can’t help but smile; 
you're just too good at eradi- 
cating. 

As you walk around the cor- 


invulnerable. 


\guns: as if the name doesn’t say it all, this 
code gives you all weapons and ammo. 


\amobject: puts objects on automap. Also dis- 
plays all enemies on the current level. 


\tunnel: gives you an ethereal quality that lets 


you go through walls. 
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\fushipi: no one will walk over your dead body 
after you've entered this code, which makes you 


foolish move. Losing is bad 
enough, but having Lance pon- 
tificate on your loss is a fate 
worse than death. 
Now you can have 
the last laugh on that 
egotistical bonehead. 
By using cheat codes, 
you Can leave your 
opponents and Lance 
inhaling your dust as 
you break speed 
records. Note that the 
following cheats can 
be activated only when 
you initially launch the 
game. For example, if 
you wanted to play 
MegaRace 2 with 


ner, you hear more noise ema- 
nating from a dark room. 
Cautiously sneaking inside, 
weapon at the ready, you dis- 
cover the source when several 
whirring turrets lock onto you 


more speed and 
money, you would 
enter your MegaRace 2 MS- 
DOS directory and launch the 
game by typing MegaRace 
SPEED MONEY. 


and reduce you to atoms. 

That’s no way for an eradica- 
tor to go! If you’re eradicated 
too often, fear not, for like all 
action titles, Eradicator offers 
ways to survive, prosper and 
blow your enemies into obliv- 
ion—namely, cheats. All the fol- 
lowing cheats must be entered 
during gameplay. Note that 
each cheat requires that you 
tap the \ key first, followed by 
the desired code. 


\sputnik: displays all locations on the 
automap, making it easier to find secret areas. 


\dunhour: you’ve entered the god mode code 


and full weapons and ammo, but nothing gives 
you the mass destruction you so desire. This 
code will kill all enemies on a level instantly. 


\2krad4u: so nothing can kill you? Enter this 
code for a little humility. 


Intergalactic expansion and 
conquest provide new chal- 
lenges in Accolade’s Deadlock. 
The following are some choice 
tactics for defeating the com- 
puter every time, as well as ran- 
dom cheats. 

Deadlock doesn’t get too 
challenging until you face two 
or more computer opponents. 
Unlike other strategy games, 
which place you in a predeter- 
mined location at the start of a 
level, Deadlock allows you a lit- 
tle more freedom initially. Select 
a corner of the overall map 
where there’s only one enemy 
nearby. Do not place yourself 
between two enemies. 

This way, you can defeat 
your opposition one at a time 
without being bothered too 
much by the other enemy. 
Place your settlement a fair dis- 
tance away from the first 
enemy establishment you plan 


to attack; this gives you time to 
build your defenses. Use your 
colonizers to patrol early on 
until you can construct other 
units and defensive weaponry. 

Don’t rush into war; it’s 
expensive and requires 
resources. Build a Synthetic 
Fertilizer, followed by a 
Molecular Bonding and finally a 
Nuclear Fusion. Examine the 
territory, look for the best 
resources, then construct your 
farm, power plant and surface 
mine. Also look for shrines that 
contain free technologies. Don’t 
worry about the settlement 
being a little distant from your 
city center; the potential gains 
are well worth it. 

If you follow this path, you 
should have the necessary 
resources when the enemy 
moves in. As your opponent 
nears your city center, build 
colonies until you have a colony 


only a couple of areas away to 
serve as your offensive and 
defensive front. Your enemy will 
focus on it and let you work in 
other areas unhindered. 

Construct laser defense and 
research rocketry. Build silos 
and more silos in another 
colony so that you can launch 
larger missile strikes. 
Scatterpacks are the best mis- 
siles and will devastate your 
enemy. Begin with four missiles 
per turn, and slam the nearest 
enemy colony while you build 
more missiles for the next turn. 
This will cost your opponent 
resources and time, and you'll 
win through attrition. This is the 
most effective method of taking 
out an enemy. While the enemy 
repairs the colony, build SAM 
troopers and fusion cannons to 
finish the job. 


qged | 
SirTech for IBM PC 
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The underbrush explodes, sending 
tundra and foliage as well as an 
enemy soldier into the air. But that 
was your last grenade, and the wind 
certainly isn’t what’s making the 
bushes across the river move. Your 
mercenary unit is still in good condi- 
tion, SO you move it close to the 
bridge and stay under the cover the 
jungle offers. 
Slapping at 
mosquitoes, 
you wait. 
Nothing 
happens. 
Time is run- 
ning out, and 
if you don't 
make it 
across this 
bridge, you won’t complete the mis- 
sion. Not completing the mission 
means no money and unhappy mer- 
cenaries. If only you had one more 
explosive to throw into those bushes. 
It’s time to gamble; you send all 
your mercenaries Charging across 


the bridge. As 
soon as the last 
one steps onto the 
bridge, your mer- 


molotov cocktail. 
Another suspicious 

find is bent pipes. 

Although these may 


cenaries take 
flight: the bridge beneath them is 
completely blown to bits, ending the 
mission and your mercenaries’ lives. 
Good equipment is hard to come 

by in Deadly 
Games. 
Fortunately, by 
using a little 
ingenuity, you 
can make your 
own explosives. 

When you find 
a glass jar, you 
may wonder, 
“What the 
heck?” Keep it. Put the glass jar into 
a mercenary’s right hand, put gaso- 
line in the slot underneath and com- 
bine them. Now add a piece of 
cloth to the result. Finally, merge oil 
with the gas-filled jar and cloth, and 
you have another explosive—a 


look worthless, 
they’re probably the most useful 


items in the game. By having your 


mechanic combine a pipe with a 


gun, you can create a supercharged 


version of that gun. To cause the 


most damage, save the pipes for 


either 12-gauge rifles or M-16s. 
Have you left some 
of your mercenaries 
behind to train but 
found that their skills 
didn’t improve? Be 
sure to keep a 
weapon in your mer- 
cenary’s right hand 
when he trains; other- 
wise, it’s all for naught. Similarly, 


your doctor needs a medkit in his 


right hand to heal patients, and 


your mechanic needs a toolbox in 


his right hand to repair items. 
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It all ties together here, where we issue our final verdict 
and tell you honestly whether it’s a dog or a Doom. 


hard-earned dollars. With games running anywhere from 
$20 to $80, you might find this rating indispensable. 


ORIGINALITY: a look at the effort that was put into creating a 
unique gaming experience. Same old just doesn’t cut it here. 


PLAYABILITY: ease of game’s interface, enjoyment of the task 
involved, control mechanism and replayability all factor in 
here. Playability is a game’s single most important aspect. 


MULTIPLAYER: ease of multiplayer setup and the number of 
multiplayer options all come into play here. 


GRAPHICS: we look at things such as animation, background 
and character art, color palette, scrolling, resolution, etc. 


MUSIC: we evaluate those wonderful musical scores. 


SOUND FK: on the side of the human head, ears play a big 
part in evaluating this non-musical aspect of the game. 
Creating an atmosphere is crucial. 
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Media 


Compact disc 


Developer 
BlueSky Software 
Publisher 
Inscape, 
1933 Pontius 
Ave., Los Angeles, 
CA 90025 
800.510.1791 
Website 
http://www. 
inscape.com/ 
assassin2015 


Min. System 
Requirements 
IBM PC 486, 
66MHz 


Windows 95 
4X CD-ROM drive 


16 megabytes 
RAM 


50 megabytes 
hard drive 


Pe, 


5 OVERALL 

$ VALUE 5 
ORIGINALITY 5 
PLAYABILITY 6 


BY JASON D’‘APRILE 


Assassin 2015 


ith its latest title, Inscape attempts to 
break the mold of the standard first- 
person shooter by turning it into a 


mindless, interactive, sci-fi action movie. Assassin 
2015 uses interesting graphic and style tech- 
niques, but it falls well short of a triumphant gam- 
ing experience, mainly because of its design 
inconsistencies. This impressive-looking game 
employs 3D-rendered graphics for both the 
numerous cinematic sequences and its Doom-style 
game environment. As a writer, I’m all for the 
storyline having a larger role as the first-person 
shooter evolves, but a plot that’s as linear as a 
movie script usually proves detrimental. Such is 
the case here. 

You play as a government assassin (who, of 
course, has a conscience) assigned to kill a scien- 
tist thought to be working with a terrorist group. 
The hit goes badly, and you (with the manly name 
of Jack Butcher) find yourself stuck inside a sky- 
scraper, so you must fight your way to freedom. 
Jack has one ace in the hole: Jett Jones—his eye on 
the outside and his ride home—tries her best to 
get Jack to the landing pad where she can retrieve 
him. As the storyline develops, the game inter- 


You play as a government 
assassin (who, of course, has a 
conscience) assigned to kill a 
scientist thought to be working 
with a terrorist group. 


sperses cool-looking cut scenes of death, destruc- 
tion, explosions, bad guys and other action film 
staples, and it’s all fairly interesting. 

These cinematic elements would have 
worked if the game had been designed dif- 
ferently, i.e., if all the emphasis hadn’t been 
placed on such a linear storyline. First, 
you're forced rely on Jett far too much. She 
tells you exactly where to go, and you go 
there, period. Any other route leads to bad 
guy-infested dead ends. This makes 
Assassin 2015 a track-based Doom clone, 


MULTIPLAYER jVA 
GRAPHICS 8 
MUSIC 38 
SOUND FX 8 


and this is never a good thing. You can’t upgrade 
your weapon, which shoots recharging laser bolts 
and auto-targeting energy grenades. To compen- 
sate for the total lack of enemy Al, your oppo- 
nents have much better range than you, despite 
your being armed with a sniper rifle. The main 
control scheme uses the mouse for 
aiming and the keyboard for 
movement, and although playabil- 
ity is adequate, obstacles have a 
terrible tendency to hang you up. 

Although the 3D environment 
looks good, the only interaction 
with your surroundings is opening 
doors and occasionally locking on to certain parts 
of the scenery to trigger a cut scene that moves 
the story forward (you'll have to blow up a few 
walls, some columns and other things). Apart 
from a small staircase or two and despite varied 
scenery, you always travel on completely flat sur- 
faces. Also, you can’t look around, jump, duck, or 
do any sort of maneuver other than basic move- 
ments and strafing. The game autosaves after cer- 
tain key points instead of letting you save at will. 
But the main problem with straightforward inter- 
active action movies is their length. Assassin 2015 
is not any longer than, say, Die Hard, and it isn’t 
nearly as entertaining. 


Assassin 2015 has 
plenty of interesting 
elements that could 
be incorporated into 
something that 
might make a good 
game. It looks and 
sounds excellent, and the cinematics are 


enjoyable to watch, but the game is far too 


short and noninteractive. In the end, 
Assassin 2015 is more of a mild curiosity— 


much as full-motion video “games” were in 


the early ‘90s—than it is an actual game. 


Another bad 
guy bites the 
dust in one of 
Assassin 2015's 
many rendered 
death scenes. 


Lock on and let 
fly with your 
grenade. It 
takes only a 
couple of sec- 
onds for the 
grenade 
launcher to be 
recharged for 
another shot. 
Before you 
fire, make sure 
that your tar- 
get is in range. 


Listen to Jett; 
she’s your only 
way out, and 
as it turns out, 
your only 
friend. 


Contents: a good guy, bad guys, some robots, lots of explosions, 
cut scenes that cut in regularly. 


Multiplayer capabilities: no options available. 


Hits: decent presentation, plenty of cool-looking rendered graph- 
ics, lots of shooting. 


Viisses: much too short, too linear and not interactive enough. 
The game restricts you to a set path. No weapon upgrades, no 
enemy Al, no reason whatsoever to play more than once. Seemed 
more like a demo than a game. 


Last worc: skip it and watch an action movie, or play Duke 
Nukem instead. 
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GAME-PLAYING HINTS 


@ Your shields and health are recharged just as your gun energy is, 
So when you get too banged up, hang back for a minute to rest. 
Just watch out for respawning bad guys. 


@ When you have to jump through a window or off something, move 
to the gap, and a cut scene will take over. 


w@ You can shoot through many parts of the scenery, so try to lock 
on to targets before you can see them. 


An accurate, riveting first-person 
simulation of the Civil War battle between 
the Monitor and the Merrimack, America’s 
first clash of Ironclad warships. 


You're captain of the Merrimack, the Confederacy’s 
gamble on future technology: a seemingly indestructible 
ironclad w arship. Union gunfire bounces 

harmlessly off your 1 crustal sides. You've rammed and 
B. sunk the w ooden warship Cumberland; the Congress 
Eis scorching the late afternoon sky. The waters of 
| Hampton Roads are littered with bodies and debris. 
You're bearing down on the ailing Minnesota for 
your third kill of the day. 


a 

id 
F. Hidden in the shadows of the foundering Minnesota 
e™s is the Unions version of an ironclad, hus Monitor. 
Smaller and more maneuverable, but with less 
gunpower!l, your nemesis awaits. Your epic appointment 
with destiny is about to begin. The greatest naval battle of the Civil 
War: the world’ first clash of two IRONC LADS. 


These exciting features put you right in the middle of the action! 


e Full 3-D reconstruction of both 
ships based on original blueprints 


e Historical detail enriched by 
actual logs, notes and letters 

e Live actors in accurate period 
costume 


e Battle scenes recreated from 
historically accurate maps and charts 


e Multiple modes of play e Simple, uncomplicated intertace 


View From The Monitor 


GROLIER INTERACTIVE INC. 


Grolier Interactive Inc. Danbury, CT 06816 
(203) 797-3530. Internet: http://www.grolier.com 


Compact disc 


Developer 
Activision 


Publisher 
Activision, 11601 
Wilshire Blvd., Ste. 
300, Los Angeles 
CA 90025 
310.473.9200 
Website 
http://www. 
activision.com 
Min. System 
Requirements 
Under Windows 95 
IBM PC Pentium 
2X CD-ROM 


drive12 
megabytes RAM 


46 megabytes 
hard disk 
SVGA graphics 
card 
Sound Blaster- 


compatible 
sound card 


Under MS-DOS 5.0 
IBM PC 486, 
66MHz 


2X CD-ROM drive 
8 megabytes RAM 


45 megabytes 
hard disk 
SVGA graphics 
card 


Sound Blaster- 
compatible 
sound card 


BY CHUCK MILLER 


onor and glory won’t pay the rent, nor 


H will they keep your Mech operational. 
And excitement? That’s also a poor sub- 


stitute for healthy remuneration. No, it all boils 
down to C-bills—financial gains, my friend. That’s 
why I’m a mercenary for hire—a conflict resolu- 
tion specialist. You see, in my profession, lock ‘n’ 
load equals cash ’n’ carry! 

In antithesis to the film, “Back to the Future,” 
MechWarrior 2: Mercenaries rockets forward to the 
past. A prequel to the original MechWarrior 2, and 
preceding its events by 18 years, Mercenaries pro- 
pels the player into a fierce conflict between two 
rival houses of the Inner Sphere—no clan loyalty; 
it’s strictly sale to the highest bidder. 

While the storyline assumes a retrospective 
vantage, technological improvements make the 
original MechWarrior 2 look just a bit dated by 
comparison; it’s here that Mercenaries supersedes 
its predecessor. Embellishments to the 
MechWarrior world include updated artificial intel- 
ligence, multiplayer capability out of the box, 
asset management (for Commanders only), 


MechWarrior 2: 


increased weaponry and additional Mechs (bring- 
ing the total to more than 30). 

Visually, Mercenaries also demonstrates notable 
improvements. Though resolution remains 
unchanged, enhanced real-time texture mapping 
increases realism. Further, a proprietary particle 


Though you could tackle each mission by blasting away with 
little regard for the storyline, the greatest pleasure is derived 
from following it closely. 


Real-time texture mapping gives the game better 
graphic quality than its predecessor's. 


system adds improved special effects to missile 
trails, lasers and explosions. Windows 95 perfor- 
mance has been improved significantly, too. The 
recurrent pauses experienced in the Windows 95 
conversion of MechWarrior 2 have largely been 
eliminated. 

Quality audio—a significant contributor to 
atmosphere—is where MechWarrior 2 excelled. In 
Mercenaries, audio offers more of a mixed bag. 
Music is harsher and has a heavy-metal beat that’s 
less “atmospheric” than the orchestration of 
MechWarrior 2. Quality is good and, in theory, 
emphasizes the game’s milieu; but it just isn’t as 
enveloping to my ears as its predecessor’s sound- 
track, and that lessens the sense of immersion. 

Audio effects, conversely, are exceptional; voice 
acting is notable; and ambient sounds are excel- 
lent: comm chatter, 
machinery noise and 


MULTIPLAYER 9 
peripheral conversations 
S$ VALUE 38 GRAPHICS 9 electrify the game world. 
ORIGINALITY 7 MUSIC 3 Strange, though, was 
PLAYABILITY 2 SOUND FX 9 Activision’s decision to dif- 


Contents: Mechs, mercenaries, missions, missiles and money. 


Multiplayer capabilities: native support for multiplayer 
games over the Internet and standard LAN features. 


Hits: addictive, intense gameplay, multiple play modes, impressive 
graphics and sound effects, highly customizable. 


\Vilsses: fewer and less dynamic cut scenes, visual glitches, some 


less than clear documentation. 


Last word: Mercenaries offers another classic “Mechanized” treat 


for fans of robot combat on a grand scale. 
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ferentiate between 
Commander and 
Mercenary play modes by 
making full audio available 
only to the former. For 
example, at the start of the 
game, in Mercenary mode, 
you receive a text-only 
message, but if you’re 
playing as a Commander, 
it’s enhanced with digi- 
tized speech. | can think of 
no real reason for this, 


Only Mech 
Commanders 
need be bur- 
dened by the 
pressures of 
management. 
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CUSTOMIZATION 


Though outfit- 
ting your Mech 
is critical in all 
play modes, 
it’s especially 
so for 
Commanders 
because they 
face economic 
constraints. 


If you don’t want 


except possibly to encourage play in Mercenaries’ 
more difficult economic mode, i.e., greater reward 
for greater challenge. 

From the standpoint of gameplay, you can 
assume economic management responsibili- 
ties as a Mech Commander, hire yourself out 
as a Mercenary or just slip into the pilot’s seat 
for some Instant Action. Each offers its own 
rewards, but Commander and Mercenary are 
more satisfying and follow the game’s story- 
line. Playing as a Mercenary requires less in 
the way of asset management, but it also 
diminishes the overall experience. Still, it’s the 
quickest way to get stomping about in mega- 
tons of steel while enjoying Mercenaries’ plot. 
Filling the boots of a Commander offers the 
fullest experience, though; you contend with 
the baggage of minutiae management as you 
hire Mercenaries and attend to your Mechs. 
Missions are basically 
comparable to and on 
par with those of previ- 
ous MechWarrior titles; 
there’s a total of over 70 
designer-created sorties 
and a virtually unlimited 
number of randomly 
generated ones. 

Multiplayer fans will 
be pleased to know that, 
unlike MechWarrior 2, which required an add-on, 
Mercenaries comes with multiplayer MercNet. On 
the downside, it’s available only while in MS-DOS 
with no direct support through Windows 95. 

Installation and general play border on flawless. 
Still, Mercenaries does have a few chinks in its 


to be bothered by economic concerns, choose 


to play as a Mercenary rather than as a Commander. 
Before starting your career, take enough time to customize the 


game’s controls to your liking. Doing so will save you from many 
unnecessary deaths and the loss of costly weapons and Mech 
components. 


Plan your missions and Mech outfitting carefully. In other words, 
don’t load up with energy weapons for use on a hot planet. 
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armor plating. Under Windows 95, Dropship and 
Mission Summary screens exhibited glitches 
whereby buttons on the lower edge of the image 
mysteriously “dropped” almost completely below 
the screen’s visible border. | had to restart the 
game to get the image and its buttons displayed 
correctly. Mercenaries also had difficulties keeping 
track of the joystick configuration for my 
SideWinder 3D Pro. Sometimes, it found it; other 
times, it indicated that the configuration informa- 
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tion was missing, and that 
required a game restart and stick 
reconfiguration. 

Though you could tackle each 
mission by blasting away with lit- 
tle regard for the storyline, the 
greatest pleasure is derived from 
following it closely. Though 
Mercenaries is technologically 
superior to MechWarrior 2, | found 
fighting for clan honor more 
enjoyable and more satisfying than hiring myself 
out for C-bills. Please don’t get me wrong. 
Mercenaries is a highly playable and enjoyable 


game. But in spite of its many enhancements, it just 


doesn’t hold the same level of satisfaction for me as 
MechWarrior 2. \t’s just a darker, more ruthless, 
money-driven experience. | think there’s still much 
to be said for honor. 


Even the sharpest 
Mech mercenary 
knows he’s in deep 
horse hockey when 
a pack of Draconis 
Panthers 

crosses his path. 
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BY JASON D'APRILE 


y now, everyone has probably heard of 


@ 
5 Bungie Software’s Marathon series—the 
Macintosh’s answer to Doom. Now, to 


compete in the crowded PC first-person-shooter 
market, Bungie has released the second in the 


Winds 


Price series for Windows 95. Marathon 2's engine is 
$79.99 somewhere between those of Doom and Duke 
Media Nukem 3D and has notable features all its own. Of 
; course, the big question is how well does this jug- 
-Omnpact aise gernaut of the Mac world hold up in the crowded 
Developer Windows 95 marketplace. 
Bungie Software 
Publisher Graphically impressive, M2 offers 


Bungie Software, 
1935 S. Halsted 


a choice of 256 colors and even 
looks decent in low resolution. 


St., Ste. 204, 
Chicago, IL 
60608-3454 Marathon 2 has a number of important assets. 
312.563.6200 First, it’s a story/mission-based sci-fi epic of a 
° game with 28 levels. These develop its story of 
Website alien liberation and mystery through transmissions 
http://www. 


over computer terminals placed throughout the 
alien complexes. Another big plus is the game’s 
physics—a facet of virtual gaming worlds that has 


bungie.com 
Min. System 


Requirements only really been explored on the PC side with the 
IBM PC 486 Quake engine. Gravitational and environmental 
Windows 95 effects really add to its playability. The explosive 

256-color SVGA eae is controlled by these effects, too: 
(640x480) shoot a grenade at the wall between two aliens 
and they’re literally launched backwards because 
2X CD-ROM drive of the the shock wave. There are also underwater 
5 megabytes portions and a feature that Duke Nukem creators 
RAM would kill for—-flooding. As you watch the water 


rise while struggling to find your way around, it’s 
a very cool effect. Rather regrettably, however, the 
only usable underwater weapons are your fists. 
Marathon 2 has solid 
control, but it suffers 
from the omission of a 
jumping or ducking 
ability. And there isn’t 
much of an up/down 
viewing radius; this was 
troublesome around 
deep pits, and the 


OVERALL 


S$ VALUE 7 
ORIGINALITY 6 
PLAYABILITY 7 


MULTIPLAYER & 

GRAPHICS & 
MUSIC WA 

SOUND FX 7 


Contents: alone hero, vicious alien creatures, ancient alien struc- 
tures, “BOBs” and Durandal—an Al with questionable sanity. 


Multiplayer capabilities: supports up to eight-player net- 
work LAN play in both cooperative and deathmatch modes. 
Hits: great sci-fi atmosphere, nice variety of aliens and weapons, 


extremely challenging mission-based levels, building storyline, cool 
environmental effects. 


‘Viisse@S: the engine is getting a bit old, especially with Quake 
around and Unreal on the way! No ability to jump, duck or save at 
will. No Internet gaming options. No level editor. 


ast wore: a solid first-person shooter, if slightly out of date, 
Marathon 2 is a worthy challenge for fans of the action genre. 
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game requires that you aim manually at higher or 
lower targets—annoying when you find yourself 
getting attacked from many angles. 

Though it isn’t true 3D, Marathon 2 has plenty 
of interesting 
architecture and 
very well- 
designed levels. Its 
atmosphere and 
overall tone are 
darker and more 
intense than those 
of Duke, and | 
liked its totally alien/sci-fi nature. 
Graphically impressive, M2 offers a 
choice of 256 colors and even looks 
decent in low resolution. During play, 
you hear only impressive, ambient 
sound—no music. 

Marathon was always notable for its 
excellent multiplayer options, and the 
sequel brings this intact to Windows 95. 
Up to eight can play over a network, and the game 
has modem options as well, but there’s no support 
for Internet gaming. Choose not just from standard 
co-op or deathmatch play, but also from various 
sorts of mayhem-inducing games with titles such as 
“Kill the Guy with the Ball” and “King of the Hill.” 


With its 
intense, alien- 
infested mis- 
sions, Marathon 
2: Durandal is 
sure to put any 


gun-toting 
If it had been released much earlier in the gamer through 
year, Marathon 2 would have seemed as his paces. 


impressive as a PC title as it was when it 
was released on the Mac. But it now suffers 
because there's so much competition and 
ever advancing 3D engines. Duke still has 
more playability, but Marathon 2 has a more 
intense atmosphere, a better story and 
environmental effects that Duke totally 
lacks. | also enjoyed many of the weapons, 
found the monsters engaging and thought 
many of the levels extremely difficult. 
Marathon 2 may not be top-rung, but any- 
one who's looking for a new first-person 
shooter will find it challenging and fun. 


@ First and foremost, keep an eye on your radar—especially when 
you are checking out a terminal display. Remember, the game 
doesn’t freeze when you're viewing computer screens. 


= Much like in DOOM, it’s always better to let the monsters do your 
work for you. If the monsters will kill one another without your 
intervention (and, sometimes, they will), by all means let them. 


@ The run/swim key is poorly placed at the caps lock, and the 


game obnoxiously won't let you use the shift key, so you'd do 
well to put it somewhere within easy access. 


@ With a super health boost, you'll survive grenade blasts, which 
have a tendency to boost you upward. How useful this might be is 
up to you. 


m@ When you enter certain rooms, weapons and ammo get beamed 
down by Durandal, so always he on the lookout for out-of-the- 
way places to explore. 


m= When under water, always keep a close eye on your air supply 
and note where the air and health replenishers are. 


= iT’?S SLAMSCAPE®” 


With fast-action gameplay inside an interactive soundtrack by God Lives Underwater and the 
_ fastest real-time 3D graphics available, it's like taking the scenic route to hell and back. Battle your 
own private demons at lightning speed. And thrash your head off in 360 degrees of pure danger. 


-Avaitaste on: PC CD-ROM & 


THE PLaySTATION™ GAME CONSOLE Featuring the music of GOD LIVES UNDERWATER as seen on MTV. 


wer AN Pl / VIACOM PRODUCTION Di 
newmediA.. 


www.viacomnewmedia.com cALL 800-469-2539 To ORDER. newmediA.. 
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BY BERNARD DY 


ACTION 


assaulted by loud rock music and videos of 

huge trucks smashing cars and tearing 
through mud like pigs through slop, and the 
action never lets up. Although auto racing is noth- 
ing new to PC gaming, most racing simulations 
are straight-faced and humorless, like NASCAR 


| n the intro to Monster Truck Madness, you are 


$44.95 Racing, which is considered one of the best. 
Media Monster Truck Madness claims to be as realistic as 
Compact disc its competitors, but at the same time, it throws a 
friendly elbow jab as if to say, “Yeah, I’ll be to 
se NASCAR what Duke Nukem 3D is to Doom.” 
ermina 
Reality Inc. Jumps are a lot of fun, 
Publisher 


and the bounces and rolls 
Microsoft, One 


Microsoft Way, 
Redmond, WA 
98052-6399 
800.426.9400 
Website 
http://www.micro 
soft.com/games/ 


Min. System 
Requirements 
IBM PC Pentium, 

60MHz 


8 megabytes RAM 


20 megabytes 
hard disk 


SVGA 
graphics card 


2X CD-ROM drive 


caused by harsh terrain are 
also convincing and sometimes 
awesomely shocking. 


Whether you like racing in a circuit, hustling 
through a cross-country rally, or smashing cars in 
a drag, this product covers all the bases. A total of 
13 tracks run the gamut from barren to breathtak- 
ing, and you choose from 12 trucks modeled after 
real-life vechicles. 

| had a great time driving and flying through these 
tracks. The physics model seems adequate, and the 
trucks slide around a lot when you gun the engines 
and try to make 90-degree turns at 80mph. Jumps 
are a lot of fun, and the bounces and rolls caused by 
harsh terrain are also convincing and sometimes awe- 
somely shocking. Terrain also affects traction and 
speed. The game isn’t as realistic, however, in show- 
ing the aftermath of crashes. Collisions 
affect your truck’s motion, but unlike 
those in NASCAR, you finish each 
altercation with body panels 
and engine completely 
unscathed. 

Monster Truck Madness 
is accessible to a variety 
of audiences. The 
options allow the tog- 
gling of the graphics 
level, the interface and 

the difficulty level. At easy 


OVERALL MULTIPLAYER & 


S$ VALUE 38 GRAPHICS 8 
ORIGINALITY 3 MUSIC 38 
PLAYABILITY 8 SOUND FX 8 


Contents: mud, heavy metal, really big tires. 


Viultiplayer capabilities: Monster Truck Madness is very multi- 
player-friendly. It supports two players via modem and up to eight 
through a LAN or the Internet. The help files do a good job of 
addressing the setup for each option. 


Hits: graphics, action, humor, fun factor, online documentation. 


Misses: absence of foot pedal support, freestyle mode, track 
builder and offline documentation. 


Last word: a muddy blast, even for those who aren't fans of 
monster trucks. 
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Monster Truck Madness 


settings, trucks have lower maximum speeds and 
turn as if on rails. Difficult settings allow more 
realistic truck performance. At higher speeds, the 
user must learn discipline and restraint in driving. 
Opponents are smarter at difficult levels and will 
use shortcuts they would have otherwise ignored. 
In a melee, oppos- 
ing trucks will 
sometimes team 
up to block you. 
Unfortunately, the 
Al and physics are 
slaved to the same 
toggle. The simula- 
tion won’t let you 
race tough oppo- 
nents and use easy 
physics or vice 
versa. Also, with- 
out a steering- 
wheel controller, 
handling is a bit tricky 
at more realistic levels. 

Despite the high 
quality of this title, a 
few things led me to 
think that the develop- 
ers ignored competing 
products. Its polish 
was tainted by the 
absence of a vehicle 
paint kit like the one in NASCAR Racing, a game 
manual, a practice or freestyle mode, support for 
foot pedals without a steering-wheel controller and 
a track builder (now that would have been fun!). 
Still, there’s plenty to keep most gamers busy, and 
there’s also multiplayer support via modem, net- 
work and the Internet. 


This title realistically depicts the rough- 
and-tumble world of monster trucks. A 
variety of trucks and terrains keeps the 
action interesting, and players can change 
settings for the graphics, interface and dif- 
ficulty level. The game lacks a few ele- 
ments that would have made it even bet- 
ter. But ultimately, it’s hard to dislike a 
game that lets you drive outrageous trucks 
that spend as much time in the air as they 
do on the ground. 


The scenic 
route. The rally 
races feature 
diverse terrain 
and scenery. 
Don't be fooled 
by the lovely 
coastline: there 
will be plenty 
of violence on 
this road. 


sete 


A view to a 
thrill. Monster 
Truck Madness 
supports up to 
640 x 480 reso- 
lution. In this 
resolution, 
cockpit dials 
and controls 
are easy to see. 


GAME-PLAYING HINTS 


@ Use the easy mode to familiarize yourself with the tracks. Look 
for shortcuts and ad-lib a bit by going over mountains. The race 
won't finish until you’ve completed the final lap. You have free 
rein to drive where you choose, so you can opt to finish last if 


you want to freestyle around the tracks. 


@ At higher difficulty levels, watch your speed. You'll be more 
effective if you slow down not only at turns, but also on any ter- 
rain that might roll you over. You can’t plow through trees, so just 
avoid them. 


@ Uniess you're faster, collisions will hardly faze your opponents. 
They can be effective at times, but use them carefully. 


irst, there were mechs. Then, there were 
fF’ Hercs. Now, with Interplay’s Shattered 

Steel, there are Planet Runners. Don’t get 
prematurely distraught about the death of the 
mech, though; 
the Planet 
Runners in 
Shattered Steel 
are, as you might 
expect, mechs 
with a different 
name. This fact is 
precisely why | 
was very skepti- 
cal; | thought it 
would be just 
another mech 
game. Interplay, 
however, had a 
different idea. 
Although the gameplay might be reminiscent of 
previous mech games, e.g., MechWarrior 2 and 
EarthSiege, the programmers injected Shattered 
Steel with enough cool features to make it fun, 
even if you've played other mech games to death. 


Even up close, 
the textures on 
the terrain and 
buildings are 
super-smooth. 


The first thing that will smack 
you in the face is how much bet- 
ter SHATTERED STEEL looks 
than many of its brethren. 


How, you may ask, can mech 
games get much different? I’m 
glad you asked. The first thing 
that will smack you in the face is 
how much better Shattered Steel 
looks than many of its brethren. 
Using a 3D Voxel engine, 
BioWare (the game’s developer) 
created a breathtakingly beauti- 
ful world through which you'll 
travel. Unlike previous games 
that pixelate or break up when you get too close 
to a surface, Shattered Steel keeps everything look- 
ing relatively good, no matter how close you get. 
Further, the game utilizes some very interesting 
lighting routines that accurately reflect explosions 
and other lighting shifts. Add to this your ability to 
affect the terrain with your guns, and you're left 
with a very immersive gaming environment. 

| was especially interested to see the variety of 
mechs that are at your disposal. After playing 
through most of them, | can say with a fair degree 
of certainty that you won't be disappointed; 
there’s a huge variety and each of them differs 


GAME-PLAYING HINTS 


w Use the primary weapon sparingly. If it overheats, you’re in seri- 
ous trouble. 


One thing that 
remains consis- 
tent in every 
Interplay title is 
the quality of 
explosions; I've 
yet to see a 
cheesy explosion 
in an Interplay 
game. 


w Tapping “F5” will restate your mission objective if you've forgot- 
ten it. 


w To pick up a powerup, you need to shoot at it with the weapon, 
i.e., primary, secondary, it’s for. 


The t 


BY GLENN BRODERICK 


enough to result 
in a truly 

unique playing 
experience. 

Augmenting 
these mech dif- 
ferences is the 
vast array of weaponry; just about every sort of 
laser, cannon, and bomb you could imagine (and 
some you can’t imagine) is included. 

So you're asking yourself right now, “If you like 
it so much, why did it get a 7?” Let me take this 
opportunity to say that (a) 7 isn’t a bad score; in 
fact, it’s above average, and (b) beneath all the 
graphical improvements and weaponry additions, 
this is still a MechWarrior 2 clone (albeit a very 
good clone). Your missions never depart too far 
from previous mission types and the variety of 
weapons, while cool, are still reminiscent of the 
variety available in other mech games. So even 
though | really dug the game, it didn’t have the 
“Wow, I’ve never seen that before!” effect on me. 


If you see one of these guys, 
shoot its leg first. Once you 
get the leg, it’s a sitting duck. 


rd-person POV, while not the best if you 
want to win, is a whole lot of fun to watch. 


Although I'll admit | probably have the 
coolest job anyone could possibly want, | 
have to say that reviewing some games can 
be a chore because of their unoriginality or 
lack of playability. I’m happy to say that 
Shattered Steel, while it suffers from some 


originality issues, is not one of these games. 


After spending more hours with it than I 
can count, | can honestly say that | had fun 
playing it and that it will remain on my 
hard drive for at least a few more weeks. 


S$ VALUE 7 
ORIGINALITY 6 
PLAYABILITY & 


MULTIPLAYER 
GRAPHICS 


SOUND FX 


Price 
$38 


Media 
Compact disc 


Developer 
BioWare 
Corporation 
Publisher 
Interplay, 16815 
Von Karman Ave., 
Irvine, CA 92606 
714.553.6655 


Website 
http://www. 
interplay.com 

Min. System 
Requirements 
IBM PC 486, 
66MHz 


2X CD-ROM drive 


8 megabytes 
RAM 


20 megabytes 
hard disk 


MUSIC 


om © & 


Contents: Planet Runners, mercenaries, robotic baddies, multi- 


player heaven. 


Multiplayer capabilities: Shattered Steel supports the typical 
mech game multiplayer options. Modem-equipped, serial-linked, or 
networked gamers will have a lot of fun with this one. 


Hits: sweet graphics, nicely-done sound, third-person POY, variety 
of missions, huge choice of weaponry and mechs. 


Viisses: early missions can get repetitive, night missions can get 


confusing, dated HUD, lack of innovation. 


Last word: Shattered Steel is the first MechWarrior 2 clone that 
rises to the level of the master, but it dropped the ball; this game 
had the potential to do something above and beyond. 
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corched 
lanet 


IE/Criterion Studio’s Scorched Planet takes 
" } its cue from such arcade-style shooters as 

Shockwave, Atari’s Cybermorph and 
Gremlin’s Retribution. Althought those looking for 
a sci-fi combat flight sim are bound to be disap- 
pointed, the game’s smooth landscape engine 
and new twists in artificial intelligence and strate- 
gy make it an interesting addition to the action 
genre. In a nutshell, Scorched Planet is a mix of 
mindless action and a slightly tactical angle. 

The plot is standard enough: you’re a burnt- 
out ex-fighter jockey who has been consigned to 
deep-space freighter duty and a bottle of hard 
liquor. A distress call is issued from an isolated 
planet, and coincidentally, you’re the only one 
close enough to assist. You are ordered to repel an 
alien attack on the planet’s human populace for 
12 hours until reinforcements arrive. At your dis- 
posal is a morphing vehicle that’s part tank, part 
aerial fighter. You start off with minimal ordnance 
in the form of standard laser blasters, but you find 
more ammo, missiles, guns, powerups and fuel on 
the planet’s surface. The main goal throughout 
the game is to find, retrieve and take to safety a 
2X CD-ROM drive specific number of human colonists. Every couple 

8 megabytes of levels, you fight a boss alien, and alien hordes 

RAM are released at regular intervals during missions. 

Two features of Scorched Planet distinguish it 
from the other 
games of its ilk—its 
landscape engine 
and its use of artifi- 
cial intelligence for 
human colonists. 
Whether viewed 
from a distance or up 
close, the terrain, 
even in VGA mode, 
_ looks supersmooth. 
_ The trade-off for this 
_ absence of blocky 
close-ups is a notice- 


$49.95 


Compact disc 
Criterion Studios 


Virgin Interactive 
Entertainment, 
18061 Fitch Ave., 
Irvine, CA 92714 
714.833.8710 


http://www. 
vie.com 


Pentium 60MHz 
Windows 95 


Scorched Planet . 
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OVERALL MULTIPLAYER 

S$ VALUE GRAPHICS 
ORIGINALITY MUSIC 
PLAYABILITY SOUND FX 


a morphing fighter, nasty giant pests, robots, whining 
colonists and Space Gates. 


support for eight-player competi- 
tion via network. 


smooth landscape engine with no blocky graphics, enjoyable 
sci-fi action with a tactical/strategic bent, interesting use of artifi- 
cial intelligence on colonists and easy item manipulation. 


mediocre soundtrack, terrible voice dubbing. Gameplay 
isn't very innovative or different from that of the many other 
games of this sort. 


a good game with decent play time, but its most 
notable quality is the smoothness of its terrain, not its gameplay. 
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Scorched Planet 
is a solid 
game, but 
more sim-like 
control might 
have helped 
raise it above 
the pack. 


ably nearby horizon and draw-in at higher alti- 
tudes. But there’s no denying that the effect is 
quite impressive, even if it is a subtle difference 
from other games. The rest of the graphics are 
more simple polygonal shapes that also look quite 
good up close. The aliens are mostly things like 
giant spiders, man-eating lizards, giant bees, bats 
and some hulking machines. 

Unlike most of the games in which mass 
destruction is emphasized, Scorched Planet focuses 
on saving the colonists. They have a dog-like All; 
you can actually get them to do simple things for 
you (come, fetch, stay, etc.). The civilians can 
gather items, and the soldiers will fight on their 
own. The use of the colonists, in addition to fuel 
conservation and item manipulation, gives the 
game a rather strategic bent and works well. Still, 
if you lose one colonist too many, the mission is 
deemed a failure, and you have to try again. 
This design flaw got old a long time ago. 

Your ship is another interesting facet of 
Scorched Planet. Aside from just being able 
to morph, it can instantly face the opposite 
direction (but it can’t move in reverse). 

The craft uses no fuel in its " 
default tank mode, but when Sey, 
it’s in fighter mode, you have ; 
to keep a close eye on the fuel 
gauge. Overall, SP has solid gameplay, but 
control Is definitely that of an action/arcade 
shooter, not a sim (though inertial forces and 
gravity are used). 


Scorched Planet is a decent sci-fi shooter 
with some interesting, strategic features, 
enjoyable gameplay and 18 levels. The ter- 
rain engine is quite good and points to 
great things ahead, but on the whole (and 
even with its gimmicks), the game doesn’t 
really break any new ground in playability. 


plus fuel canisters are. You need to be in fighter mode to fly 
through the Space Gates, so no fuel means you can’t rescue any 
hostages. 


@ Don’t pick up zombies and mix them with noninfected humans, 
or else you'll have all zombies. Moving zombies away from the 


rest of the colonists can be a good tactic, however. 


m@ Shoot the lizards, spiders and other ground enemies on sight 
because these are the most direct threat to the colonists. 


@ Setting down repellers and other ground-based items can protect 
vital areas from marauding aliens. 


@ If you see yellow dots on the radar but the ground looks flat and 
barren when you fly over the area, land and search for an illu- 
sionary ground that contains a hidden bunker with powerups. 


game Dragon’s Lair. But it 
seems this time the game 


will play as good as it looks.” 


— CD-ROM TODAY 


High resolution animations hand 
drawn with painstaking detail by 
Don Bluth Studios alumni 

(All Dogs Go To Heaven and An 


American Tail) 


Features a cinematic musical score 
from the talents of soundtrack 
producer Barrington Phelong 
(Truly, Madly, Deeply and 
Nostradamus) 


Available for Windows® 95/DOS 
CD-ROM and MAC CD-ROM 


American George Stobbart happens into 
a Parisian cafe one afternoon because he 
wants a cup of coffee. But after a clown 
delivers a plastic explosive that blows the place to smithereens, 
all George Stobbart wants are 
some answers. 


Buried deep beneath the bodies 
and the rubble of that explosion 
lies a fourteenth century medieval 


order called The Knights Templar. 
Only you can unlock the secret 
of this intriguing historical 
adventure and stop the vicious 
conspiracy that threatens to 
reshape the world. 


©1996 REVOLUTION SOFTWARE LTD. All Rights Reserved. Circle of Blood is a trademark of Revolution Software Ltd. 
Published by Virgin Interactive Entertainment, Inc. Virgin is a registered trademark of Virgin Enterprises, Ltd. 
Microsoft, Windows and the Windows Logo are registered trademarks of Microsoft Corporation. 


CIRCLE #118 ON READER SERVICE CARD 


Price 
$49.95 
Media 


Two compact discs 


Developer 
Sierra 
Publisher 
Sierra, 3380 146th 
Place SE, Ste. 300, 
Bellevue, WA 98007 
206.649.9800 
Website 
http://www. 
sierra.com 


Min. System 
Requirements 


IBM PC 486Dx, 
66MHz 


Windows 3.1 
MS-DOS 5.0 


Macintosh 
PowerPC 


2X CD-ROM drive 
SVGA graphics 


12 megabytes 
RAM (PC) 
16 megabytes 
RAM (Mac) 


20 megabytes 
hard disk 


S$ VALUE 9 
ORIGINALITY 5 
PLAYABILITY 7 


BY JULIE GORDON 


Lighthouse: The Dark Being 


e adventure gamers aren’t a terribly 
picky lot. Give us a mystical, other- 
worldly setting, cryptic messages to 
decipher and some magical devices, and we'll hap- 
pily point and click our way through realm after 
3D-rendered realm. Myst, considered by many to 
be the benchmark for fantasy adventure games, is 
based on this formula. And like a slew of other 
titles released since Myst appeared, Lighthouse: The 
Dark Being follows closely in its footsteps. 

As Lighthouse begins, you receive a mysterious 


Noises like the creaking of 
the birdman’s hinges and his 


angered shrieks make the 
game environment sound as 
intriguing as it looks. 


plea for help from your character’s neighbor, an 
inventor. First, you must search the lighthouse he 
lives in for clues to the nature of his dilemma. 
Then, using a device of his creation, you travel to a 
parallel universe. Your objective is to gather the 
widely scattered pieces of an ion cannon, assemble 
it and use it to defeat the Dark Being, who holds 
the inventor and his infant daughter captive. 

One of Lighthouse’s strengths is its well-crafted 
storyline. As in Myst, journal entries and notes pro- 
vide intriguing hints about events that have 
occurred before the start of the game. You gradu- 
ally piece things together as you solve puzzles and 
travel through the gameworld. This journey will 
take you to unusual and varied locales that range 


MULTIPLAYER iA 


GRAPHICS 8 
MUSIC 7 
SOUND FX 8 


Contents: a parallel universe, intriguing inventions, large game- 
world, the Dark Being. 


Multiplayer capabilities:no options available. 


Hits: strong storyline, visual appeal, long playing time. 


Misses: extreme difficulty of puzzles, having to redo puzzles 


you've already solved. 


Last word: Lighthouse has all the elements of a solid adventure 
game. Those who have the patience and perseverance to solve its 
puzzles will find it to be a rewarding play. 
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from a lost culture’s temple to a sunken battleship 
to the Dark Domain, home of the Dark Being. 
Much of the ethereal scenery in the parallel uni- 
verse reminded me of Myst, Zork Nemesis and 
other games in 
the same vein. 
From the 
stately stone 
structures to 
the dark, 
imposing pas- 
sageways, all 
the signature 
elements are 
there. 

In spite of the resemblance, Lighthouse has some 
unique touches. In the parallel universe, you 
encounter mechanical devices that look and move 
like animals. For instance, you pilot a submarine with 
fishlike fins and a tail and face a metallic birdman with 
visible bolts and hinges. The best way | can describe 
these clever creations is to say they’re a cross between 
Leonardo da Vinci's renderings of his ideas for 
inventions and the creatures in Tim Burton 
films. The sound effects are similarly well-done. 
Noises like the creaking of the birdman’s hinges 
and his angered shrieks make the game envi- 
ronment sound as intriguing as it looks. 

Lighthouse’s main fault is that many of its 
puzzles are excessively difficult. To operate the 
submarine, for example, you must manipulate 
numerous unlabeled controls in different parts 
of the ship. If you don’t set all the controls cor- 
rectly and throw all the necessary levers, you 
won't be able to get where you need to go. 
Also, you must return to some of these com- 
plex, mechanical puzzles and redo them later in the 
game, and this becomes tedious. The point-and- 
click interface is no better or worse than that of the 
average adventure game, but | did appreciate being 
able to view my entire inventory simultaneously. 


This train is 
unlike any 
you'll ever see 
in this universe. 


This baby won't 
be smiling after 
the Dark Being 

spirits her away 


to his Dark 
Domain. 


Lighthouse is a competent, engaging itera- 
tion of the traditional fantasy adventure 
game. Those who relish a challenge will 
enjoy the highly complex puzzles. 
Newcomers to the genre, on the other 
hand, will frequently find themselves 
stymied. Although Lighthouse bears an 
often striking resemblance to Myst and its 
imitators, its expansive storyline and vast 
gameworld ensure that you'll put in 
enough hours of play to more than get 
your money’s worth. 


GAME-PLAYING HINTS 


@ After you’ve solved the sliding tile puzzle on the puzzle box, be 
sure to note the sequence of shapes on the metal tab that slides 
out. You'll need it for a subsequent puzzle. 


@ If you short circuit the teleport machine in the temple, take the 
elevator down two levels, where you can find the parts to repair it. 


m= The monster on the island fortress can be a nuisance, but a deli- 
cious, freshly caught fish will distract him long enough for you to 
take deadly action. 


Mummy: 
Tomb of 
the Pharaoh 


or me, what makes or breaks a game is not 
fh": much the quality of the graphics or sound 

or even the level of challenge. The real 
clincher is whether it passes the Meatball Pizza Test. 
Here’s how the test works: while playing a game, | 
order a meatball pizza; they have to be real meat- 
balls, not those flat, square pieces of unidentifiable 
meat that some pizza places try to 
pass off as meatballs. When the 
pizza arrives, if | stop playing and 
eat, the game fails. But if I’m so 
caught up in the game that | can’t 
tear myself away, it passes. 
Mummy, \'m happy to report, 
aced the Meatball Pizza Test. 

You play this first-person-perspective 
adventure as a mining company repre- 
sentative sent to Egypt to find out 
whether a mining operation has 
unearthed a pharaoh’s tomb. To com- 
plicate matters, a murder occurs; the 
mining supervisor—played by computer 
game veteran Malcolm McDowell— 
appears to be up to something; and you 
stumble onto a WW II Nazi military base 
(ancient artifacts and Nazis ... hmmm, sounds 
familiar). 

Using a standard point-and-click interface, you 
explore the mining camp, the 
mines and the tomb in your search 
for clues (that’s right: there actually 
is a tomb, but given the game’s 
title, | haven't exactly disclosed a 
deep, dark secret). The game’s 50- 
plus puzzles have an appropriate 
range of difficulty levels. Some, espe- 
cially those in the beginning, are rel- 
atively simple; this allows you to 
| concentrate on becoming familiar 
#3 2% with the plot. Other puzzles will 
have you racking your brain until 
you can’t stand it anymore and resort to scouring 
the Web, desperately hoping that some kindly soul 


The stark, forbidding 
scenery heightens the 

feeling that peril lurks 
around every corner. 


The picture on 
this door and 


the hiero- 

glyphics has put up a hint page. 7 | 
around it tell a One of Mummy’s strengths is its dense, absorbing 
sad story. storyline. Numerous subplots challenge you to fre- 


GAME-PLAYING HINTS 


= This game has a lot of locked doors, and as you play, you acquire 
many keys. Take notice of the keys’ labels as you acquire them 
so that you won’t have to waste time trying to unlock doors you 
don’t have keys to. 


mw Save your game frequently while you’re in the mine and the 
tomb. Your character will probably be killed a few times while 
you're exploring these areas. 


w Before you operate the digging machine in the mine, have an 
escape route planned. You'll need it. 


BY JULIE GORDON 


quently switch mental gears while you look for 
common threads to help you make sense of the 
overall picture. The game also has a strong element of 
suspense. Some predicaments can be fatal if you make 
a wrong move. | often felt my heart racing as | waited 
to find out whether my computerized alter ego would 
survive or expire with a choking gasp. 

The characters are shown in digitized full-motion 
video; the backgrounds are 3D-rendered. The stark, 
forbidding scenery heightens the feeling that peril 
lurks around every corner. The music is sometimes 

somber, sometimes ominous, and this enhances 
the suspense. Even the sound effects—from 
the hot wind sighing across the dunes to 
the eerie echoes inside the mine— 
draw you into the gameworld. 
Mummy has its flaws, though. First, 
the archeology motif is not terribly 
original. Games like The Dig, Qin and 
the Indiana Jones titles are all variations 
on this theme. Also, your fellow charac- 
ters are inaccessible during much of the 
game. As a result, they aren’t so much part of 
your adventure as they are occasional window 
dressing. Finally, the inventory interface requires 
that you scroll through items one at a time instead 
of viewing them all simultaneously. When you've 
accumulated close to 20 items, this scrolling 
becomes tedious. 


In spite of its minor shortcomings, Mummy is 
an engrossing, well-constructed adventure. | 
became so wrapped up in it that | abandoned 
my delicious meatball pizza to its fate among 
the merciless gluttons | live with. So be 
warned: if you play Mummy, you just may find 
yourself eating microwaved remnants of 
meals long after the family has left the table. 


S$ VALUE 8 
ORIGINALITY 5 
PLAYABILITY 7 


ADVENTURE 


5 


$49.95 


Media 
Compact disc 
Developer 

Amazing Media 
Publisher 
Interplay, 16815 
Von Karman Ave., 
Irvine, CA 92606 
714.553.6655 
Website 
http://www. 
interplay.com 
Min. System 
Requirements 
IBM PC 486, 
33MHz 


Windows 95 and 
MS-DOS 
Macintosh 68040 
with System 7.0 
2X CD-ROM drive 


256-color SVGA 
graphics card 


MPC2-compatible 
sound card 


8 megabytes RAM 


22 megabytes 
hard disk 


MULTIPLAYER WA 
GRAPHICS 7 
MUSIC & 
SOUNDFX 8 


Contents: a mining camp, a WW II Nazi military base, powerful 
crystals, six levels of mine shafts, a pharaoh’s tomb and a mummy. 


Multiplayer capabilities: no options available. 


Hits: intriguing mystery, numerous subplots, challenging puzzles, 


spine-tingling suspense. 


MViisses: lack of originality, often absent characters, inconvenient 


inventory interface. 


Last wore: this game draws you in and won't let you go. It would 
be a worthy addition to any avid adventure gamer’s collection. 
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Company: Wind: 


ws is @ tegisteréd trademark of Microsoft Corporation. 


lations, Inc: a Mindscape 


1996 Strategic Simulations, In S reserved 


Lye 


Great _ 
‘eacher. 
lesson 


‘eal-time: 
“Vhe ancient, alien world of 

' Yavaun teeters on the brink of 
. anarchy. For centuries,four 
diverse races have tolerated a precarious 
| balance of power. But a new order is in 
ee the wind... one born of blood and fire! 


This real-time strategy game lets 


you carry your eight favorite 
units from scenario to scenario. 


Advanced combat options 
include stealth movement and 
bio-mechanically enhanced units. 


Play solitaire or choose multi- 
player and head-to-head play via 
network and modem. 


Online tutorial and pop- 
up windows help you 
learn the game quickly. 
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BY CHUCK MILLER 


The Neverho 


‘m a devotee of “claymation.” Yes. | freely admit 

it! For example, | love the claymation Christmas 

special featuring the California Raisins. That’s 
why I’m thankful that claymation is no longer 


Winds 


bound to film alone. Connoisseurs of clay may now 
dine on a savory blend of graphic adventure and 
Price animated terra cotta—three tons of it, to be exact— 
$54.95 in DreamWorks’ The Neverhood. An excellent first 
Media release for Spielberg, Katzenberg and Geffen and 
Compact disc game producer Doug TenNapel (creator of 
Earthworm Jim), The Neverhood is an enjoyable, hilar- 
Developer ious romp. 
DreamWorks Our story began long ago when a wise and pow- 
Interactive erful king fashioned The Neverhood—a land of 
Publisher incredible machines and mystifying artifacts. Sadly, 
DreamWorks though, he was alone. So he decided to create an 
Interactive, assistant—one who was, unfortunately, predisposed 
640 North to evil (as shown by his betrayal of the king and 


theft of his magic crown). Fast forward to the pre- 


Sepulveda Blvd., 
sent. With this brief history behind us, it’s the task of 


Los Angeles, CA 


90049 the Klaymen-that’s you—to unravel the twisted plot 
310.234.7000 and defeat the ancient nemesis by navigating this 
. strange world and solving its puzzles. 
Website As serious as this may sound, The Neverhood 
http://www. 
actually serves up more amusement than anxiety. In 
dreamworks ' 
a world molded of clay, this puzzle-based game is a 
g Sennen traditional graphic adventure—but one of the most 
Min. System original and entertaining to hit the shelves in a long 
Requirements while. While cavorting about The Neverhood in the 
IBM PC Klaymen’s pliable shoes, you'll feel as if you’re in a 
Pentium 75 Saturday morning cartoon. 
Windows 95 Apart from the clay, in visual orientation, puzzle 


type and complexity, The Neverhood is basically sim- 
ilar to most third-person side-view adventures. 
There are some devious conundrums, but average 
players will easily solve most of them. Simplicity 


4X CD-ROM drive 
SVGA video card 
8 megabytes 


RAM characterizes the game’s interface. Inventory man- 
6 -_ agement is transparent; all interaction is handled 
ace through the point and click of the mouse. But in a 


move away from traditional adventures, a 7th Guest- 
like first-person view is used to travel 
between major locations and for transitional 
sequences that depict intermediary events. 
For these sequences, compressed video helps 
advance the story. 

From a visual and aural perspective, The 
Neverhood equals contemporary adventures 
and even one-ups the competition with its 
unique clay-based countenance and stellar 
animation. Still, though visually notable, its 


S OVERALL MULTIPLAYER 4 


S$ VALUE 8 GRAPHICS 7 
ORIGINALITY ©°% MUSIC & 
PLAYABILITY 3% SOUND FX 3&8 


Contents: clay, monsters, clay, machines, clay, puzzles and more clay. 
Viultiplayer capabilities: no support for multiplayer gaming. 


Hits: entertaining story, cartoonish humor, great music, easy to play. 


Viisses: somewhat empty world, blotchy transitional video, slow 
point-to-point movement. 


Last word: brings claymation from the silver screen to the com- 
puter screen in a great adventure for the whole family. 
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spartan design lacks a certain 
degree of detail. Few knick- 
knacks adorn the walls, and the 
vegetation that dots the land- 
scape is sparse. As for sound, 
The Neverhood, provides a solid 
mix of typical cartoon sounds— 
thumps, whistles, belches, 
screams and the like—and its 
highlight, is a funky, upbeat 
Dixieland jazz/blues soundtrack 
(sometimes edgy or even 
bizarre, but always enjoyable). 


The Neverhood 
represents the 
first entry into 
the computer 
gaming medium 
by Hollywood 
powerhouse 
DreamWorks SKG. 


Veteran gamers will find many of its puzzles 
a little too easy, so it's destined to appeal 
principally to middle-of-the-road adventur- 
ers and those who are just cutting their 
teeth in the genre. The 
Neverhood serves up a solid, 
entertaining experience in a 
market that has lately been 
overwhelmed by merely 
average quests. Though not 
an absolute classic, it's still 
one of the most original and 
entertaining adventures to 
emerge this year. Exploring 
this unique, malleable world 
is guaranteed to put a smile 
on your face. 


@ Dying is a possibility, so save frequently and, whatever you do, 
don’t jump down the drain! 


= Can’t open the bolted green door? Be sure to press the three 


matching buttons first. One is in the weasel’s lair; another is 
downstairs in the Hall of Records; and the last is in the attic of 
the little house with the tone-activated door. 


m Seems as if you’ve been trudging along the Hall of Records forever? 
Keep going to find another video disc at the far end. 


A sizable cast 

of secondary 
characters will 
provide plenty of 
people to talk to. 
Most of the 
dialogue in the 
game is read by 
capable actors. 


BY BERNARD Dy 


The Lost Files 


of Sherlock Holmes: 
Case of the Rose Tattoo 


eleased with surprisingly little fanfare, Case 
R: the Rose Tattoo is the latest Sherlock 

Holmes adventure from EA. In this install- 
ment, Holmes’s brother, Mycroft, has summoned 
Holmes and Dr. Watson to the Diogenes Club. As 
they approach the building, it explodes, killing 
some of the occupants and sending Mycroft to the 
hospital. Depressed, Holmes retires to his room at 
221B Baker Street. You must help Watson dispel 
Holmes’s stupor and lure him back into action. 

Watson’s snooping soon 
reveals that the club’s 
destruction may have 
involved skullduggery. This 
intrigues Holmes, and he 
decides to find the party 
responsible for Mycroft’s 
injuries. 

At first, Case of the Rose 
Tattoo seems more non- 
interactive than interac- 
tive. All the player 
does is make Watson and Holmes move 
about the city and talk to people. 
Often, solving puzzles isn’t a matter of 
doing anything particularly sleuthy. 
You simply look at clues and then 
check for new dialogue options in 
the conversation windows. 

Fortunately, gamers get a dose of 
some tricky puzzles to go along with 
the silly trial-and- 
error ones, although 
both can be frustrating 
because of a shortage of 
hints. The crime lab where 
evidence is analyzed is a nice 
idea, but much of what goes 
on there is also trial and error. 
The game allows players to 
pick up only the chemicals 
and instruments they need, 
sO NO reasoning is required. 
The inclusion of something 
like the pharmaceutical concoction booklet in 
Sierra’s Freddy Pharkas, Frontier Pharmacist would 
have given the player something to refer to, and 
this would have created more of an intellectual 
challenge. 

Although | was disappointed with the product, 
it’s still somewhat entertaining. The voice acting is 


GAME-PLAYING HINTS 


@ Sometimes you'll feel stuck, but don’t give up. Often, the solution 
is within reach, but you've overlooked some seemingly insignifi- 


cant clue. Look at everything the cursor highlights. 


w If you have trouble reading the dialogue boxes, or if they’re a lit- 
tle slow, you can improve legibility and speed by turning off the 
transparent text windows toggle in the options menu. 


fe 


+ 


effective, and the speech patterns and accents 
convinced me (most of the time) that this was 
Sherlock Holmes at work in Victorian England. 
The Holmes actor generally hits the mark with 
his portrayal of the brilliant but unemotional and 
condescending detective, thanks to well- 


in the characterizations arise, though. 


and his desire for revenge. He’s only 
human, but I’m used to Holmes 
being an intellectual paragon for 
whom calm and control are crucial 


Arthur Conan Doyle’s stories. He is a 
loyal friend, a springboard for ideas and 
the voice of reason in the face of absurdity. 
In other respects, the game is 
competent. Graphics include nice 
SVGA backgrounds and locations. 
The characters are digitized like the 


written lines. They’re marked by big words 
and are full of platitudes. Some oddities 


For instance, Holmes gives in to anger 


virtues. The character of Watson more 
closely resembles his counterpart in Sir 


S590 


Media 
Compact disc 


Developer 
Electronic Arts 


Publisher 
Electronic Arts, 
1450 Fashion 
Island Blvd., 
San Mateo, CA 
94404-2064 
800.245.4525 


Website 
http://www. 
ea.com 


Min. System 


Requirements 
IBM PC 486 DX2, 


66MHz 


SVGA graphics 
card 


2X CD-ROM drive 


MS-DOS 6.0 


8 megabytes 
RAM 


7 megabytes 
hard disk 


ones in most modern adventures, SVALUE 8 
though without shadows, they look ORIGINALITY 7 
like paper dolls pasted into the PLAYABILITY 7 
scenes. The product is designed for 

MS-DOS. It does autoplay under MULTIPLAYER 4 
Windows 95, but performance is GRAPHICS 8 
affected. The interface is an easy-to- MUSIC 7 
use point-and-click, but users cannot SOUND FX 7 


cancel animation sequences. 


If you’re in the mood for a mys- 


Contents: crooks, clues, 


tery and you like Sherlock conspiracy. 

Holmes, you'll find this game Multiplayer 
entertaining. The story capabilities: no options 
becomes more intriguing as it available. 


progresses. On the downside, 
many of the puzzles aren't ter- 
ribly challenging. Some are 
good, though you'll need to 
refer to sources outside the 
game to solve them. I don’t 
know whether I'd call this one 
a must-buy for general audi- 
ences, but it should interest 
some adventure fans. 


Hits: background graphics, 
humor, dialogue. 


Misses: animation cancel- 
ing, trial-and-error puzzles. 


Last word: a decent 
adventure with flavor and 
ambiance, but some frus- 
trating moments. 
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Lead your tribe from one 


discovery to the next, out of 


the Stone Age and into the 


Space Age. 


DISCOVER FIR 


Now you have gunpowder, 


soon powered flight, and not 


= before too long you'll be out 


in space. 


LAUNCH A NATION 


And do it all as you've never 


done it before. In a real, 3-D 


Tone Sere Hae 
Fae) Nee Ghee Age Cea 


Aili! Bireieel cu af 
world. Play Destiny. The fate ae 


of mankind lies in your hands. 


KP ER | bell E, 


Real time and turn-based play 


Multiplayer local area 


network or modem play 


4 


<n 
and OE ce 


Developed by Dagger Interactive Technologies Ltd 


Look for the Destiny Demo on our website! www.imagicgames.com 
Research Triangle Park, NC 27709 To order direct: 888-746-2442 


CIRCLE #129 ON READER SERVICE CARD 


n the two occasions a year when my nor- 
O mally shallow thoughts, I.e., “| wonder if 

an astronaut has ever smuggled a Pop- 
Tart into space?,” delve into the mysteries of exis- 
tence, | ponder how life can be so kind, as when | 
acquired a poster of the classic film “Saturday 
Night Fever,” and so cruel, as when | was assigned 


The plot is conveyed almost entirely 


with “internal” narration by Max, who has a 


slightly nasal, hugely monotonous voice. 


Coktel Vision, 
the French pro- 
grammers who 
churned out 
the Goblins 
Quest series of 
adventure/ 
puzzle games, 
have veered off 
into the inter- 
active-movie 
zone with 
Urban Runner 
(no relation 
whatsoever to 
Lode Runner, 
despite the 
similar-looking 
box logos). 


to review Urban Runner—an “interactive movie” 
with pixelated video, “Kung Fu Theater” dubbing, 
and plot holes big enough to drive a Hummer 
through. And Sierra has the nerve to call this 
“Action in the tradition of Hitchcock suspense 
thrillers”? Alfred must be spinning so quickly in his 
grave that he’s tunneling a hole to China. 

The cruelty starts with the introductory movie, 
which leaves you hopelessly 
confused. You'll need to read 
the manual to understand that 
you’re an American reporter liv- 
ing in Paris, deeply entwined in 
a corruption investigation. (A 
movie where you have to read a 
background sheet before start- 
ing to watch it? Provocative, yet 
ridiculous.) As the grainy video 
unfolds, 
you meet 
an informer 
in a sauna 
(kinky), find 
him dead 
(a little too 
kinky), flee 
the sauna 
(smart), put 
on the 
dead guy’s 
clothes (not 
smart), and get chased into a basement by a bad 
guy with a bad haircut and even worse aim. Lucky 
for him that he’s got one of those movie hand- 
guns that holds about 600 bullets. 

Urban Runner's interface is standard point-and- 
click, it presents your current location from your 
character’s POV, and the puzzles are almost all of 
the “use an item on a background object” variety. 
You rarely find yourself in an area with more than 
four or five items and four or five background 
objects, so trial and error works just as well as 
invoking the power of your cranium. In the unlike- 
ly event you do get stuck on a puzzle, you'll have 
to crack it or invoke the game’s hint feature 
(which doles out only three pieces of advice 
before permanently shutting off) to continue; 


ES 


GAME-PLAYING HINT 


mw You can’t save the game, use a hint, quit the game, reload and 
still have three hints. URBAN RUNNER keeps track, so being 
sneaky won't work. 


BY ZACH MESTON 


Urban Runner is frighteningly linear. 

The first series of puzzles is a tidy demonstra- 
tion of just how nonsensical they are. After knock- 
ing out the aforementioned grungy gunman, you 
frisk him—but instead of taking his gun, you take 
his nail file. Wha?! If I’ve just incapacitated a man 
who was trying to give me body piercings—the 
hard way—l’m pocketing his damn gun. Later in 
the game, you’re alternately robbed and then 
assisted by a pickpocket who’s too dumb to flee 
after you’ve busted her with a fake police badge. 
Silliness like this abounds. 

And speaking of silly, because the game was 
filmed in France with French actors, you never see 
characters talking; they always have their mouths 


Urban Runner's storyline manages the neat trick of 
being both very confusing and very boring. 


covered or their backs to the camera. (You are 
treated to amusingly overdone grunts and gun- 
shots, though.) The plot is conveyed almost 
entirely with “internal” narration by Max, who has 
a slightly nasal, hugely monotonous voice. 


Urban Runner isn't the worst adventure 
game I’ve ever played—that lovely distinc- 
tion goes to The Psychotron, the mere 
thought of which gives me cramps, indiges- 
tion and the heebie-jeebies—but it certainly 
isn’t good. If you really have a craving for 
an “interactive movie,” pick up The Pandora 
Directive, or Wing Commander IV, or any- 
thing else. 


a OVERALL 


S VALUE 4 
ORIGINALITY 5 
PLAYABILITY 4 


Sie 


Boao Sa oF tad 
ADVENTURE 


Media 


Compact disc 


Developer 
Coktel Vision 


Publisher 
Sierra On-Line, 
P.O. Box 3404, 

Salinas, CA 93912 
800.757.7707 


Website 
http://www. 
sierra.com 
Min. System 
Requirements 
IBM PC 486, 
66MHz 
Windows 3.1 
or 95 


4X CD-ROM drive 


8 megabytes 
RAM 


MULTIPLAYER V4 
GRAPHICS 5 


MUSIC 4 


SOUND FX 4 


Contents: a complicated conspiracy plot, a dweeby American 
reporter, a long-haired adversary, Gump-simple puzzles, altogether 


too much full-motion video. 


Multiplayer capabilities: none supported. 


Hits: the interface can be operated by anyone with an IQ of more 
than 1; there’s a built-in (limited-use) hint system for the adventu- 
rally challenged; you team up with a lovely German woman halfway 


through the game. 


Misses: the puzzles are far too simple; the gameplay is too linear; 


the storyline rarely makes sense. 


Last word: I'm amazed Sierra decided to put its name on such a 
marginal piece of imported cheese, but they did, so don’t be fooled: 
this is nowhere near the quality of “real” Sierra adventures. If you 
want an adventure with a wonderful story and above-average FMV 
scenes, check out Sierra's Gabriel Knight: The Beast Within. 


DECEMBER 1996 81 


Price 
$59.95 


Media 


Compact disc 


Developer 
NovaLogic 


Publisher 
NovaLogic, 26010 
Mureau Rd., Ste. 

200, Calabasas, 
CA 91302 
800.858.1322 


Website 
http://www. 
novalogic.com 
Min. System 
Requirements 
IBM PC 486, DX4 


8 megabytes 
RAM 


SVGA graphics 
card 


2X CD-ROM drive 


BY KEVIN J. MCCANN 


F-22 Lightning Il 


t last May’s Electronic Entertainment 

Exposition (E3), NovaLogic unveiled its fall 

lineup for 1996. Garnering the most press 
attention were Comanche 3 and Armored Fist 2— 
sequels to NovaLogic’s popular helicopter and tank 
action games. The final title it displayed is the first 
to actually touch down in stores: F-22 Lightning I is 
a jet combat game that sets a new standard for the 
way jet combat simulators should look. But does it 
redefine how they should play? 

Though both Comanche and Armored Fist sold 


Gorgeous landscapes and 
outstanding jet graphics are 
the initial eye-catchers. 


well and attracted a following, they also drew 
some criticism, especially in the realism depart- 
ment. In the original Comanche, you could blow 
away several dozen targets in one fast-paced mis- 
sion that consisted predominantly of tanks and 
enemy choppers. You could even bounce off 
canyon walls with relatively little damage to your 
supercopter incarnate. 

Flight simulator aficionados, on the other hand, 
are more critical. Falcon 3.0, which was widely con- 
sidered to be the most realistic flight combat simula- 
tor to date, was an exercise in learning to play. Every 
key performed a function, and to get the most out 
of the game, you had to spend a few extra hundred 
dollars on a better flight stick, weapon control sys- 
tem and foot pedals. Even then, Falcon 3’s learning 
curve was relatively gradual. 
That brings us to NovaLogic’s 
F-22 Lightning Il. 

Gorgeous landscapes and 
outstanding jet graphics are 
the initial eye-catchers. 
Switch to an external jet 
view and perform some 
acrobatics, and you'll see 
flaps and rudders move 
accordingly. The detail in 
F-22 Lightning II's graphics is 
literally breathtaking. This 
game does not use the new 
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Voxel Space 2 graphics 
engine. Believe it or not, 
it uses an advanced 
polygon engine. To 
really get solid perfor- 
mance out of F-22 
Lightning II at full resolution and 

detail, you'll need at least a Pentium 166, 

but it has two other graphic modes that allow 
even a 486/100MHz machine to play well. 

As for gameplay, NovaLogic focuses on making 
flying extremely easy—only a few taps on the key- 
board in addition to the joystick for total control. 
Most of us prefer games that let us jump into the 
action fast, so this is a smart move. 

Unfortunately, F-22 Lightning II is too easy. 
Whenever you lock on to an enemy jet and fire an 
AMRAAM, it’s a guaranteed splash. Bombing targets 
is as simple as your first 
flight; only a few min- 
utes into the game, | 
scored a direct hit. 
F-22 Lightning II is in 
need of more chal- 
lenging and immersive 
campaigns. There is a 
built-in scenario gener- 
ator, but the enemies 
still aren’t very bright. 

On the positive 
side, the virtual cockpit allows you to pan your 
view nicely, while the regular cockpit is surprisingly 
spare with only the HUD. The padlock view is simi- 
lar to those in EF2000 and Falcon 3.0—without the 
intrusive bar at the top, I’m glad to say! 

Contrasting with the startlingly good graphics 
are the limited and often weak sound effects. The 
sounds of explosions, gunfire, engines and missiles 
are all fairly soft. But as long as you have a good 
MIDI card, F-22 Lightning II provides good, event- 
driven music to accompany your missions. 
NovaLogic wisely includes modem-to-modem and 
up to eight-player networking. A cooperative 
mode lets you and your friends wing together to 
complete mission objectives. 


Coast, desert, 
jungle and 
mountain 
terrain never 
looked better. 


Hardcore flight-simulator enthusiasts may 
initially be lured by the game's graphic 
appeal, but they'll soon be disappointed 
by the overly easy missions. That it’s easy 
to learn (heck, you don’t even need to 
open the manual) will definitely please 
newcomers and those who don’t care for 
complicated jet simulators. 


_GAME-PLAYING HINTS 


The F-22 performs some amazing, physics-detying stunts, e.9., 
cornering: regardless of airspeed, simply push down on the rudder, 
and the F-22 will yaw rapidly left or right without losing altitude. 


Your wingmen are pretty stupid; either that, or they’re admiring 
the graphics, too. During combat, be sure to give them attack 
commands. If you don’t, they'll fly in perfect formation with you 
while you get the tail of your F-22 blown off. 


The new force feedback 
> \oustick from CH Products. 


~ You've never felt anything like it. The new 
Joystick jolts gameplay into the thrill zone. 
- Feel the true-to-life vibration of revving 
“engines and rough roads. Brace yourself — 
for air turbulence or engine stall 
‘buffeting, and hang tough against the 
~ vector force in a tight turn. Now, fire 
_ off a round and feel it hick back. 
~ The! uts the yeehaaahh into 
~ flight simulations, driving, space 
Combat and just about any other game. 
Your palms will sweat. Your knuckles will 


turn white. You'll swear it’s alive. 


Check us out on the Web: ll 
http://www.chproducts.com/ | 


Experience the adrenaline rush of REAL air combat! 


Enter the 
TOP GUN SWEEPSTAKES Call 1.800.56. TOPGUN 


America OnLine: Keywor 
PRODUCTS #CompuServe: \ 


Media 


Compact disc 


Developer 
Stormfront Studios 


Publisher 
Electronic Arts, 
1450 Fashion Island 
Blvd., San Mateo, 
CA 94404-2064 
800.245.4525 
Website 
http://www.ea.com 


Min. System 
Requirements 
Pentium 60MHz 


8 megabytes RAM 
2X CD-ROM drive 


SVGA VESA 
VLB/PCI graphics 
card with one 
megabyte RAM 


OVERALL 
S$ VALUE 9 
ORIGINALITY 7 
PLAYABILITY 9 


BY JEFFREY TSCHILTSCH 


he video-game console versions of EA’s 

Madden football series have always been a 

favorite of gridiron enthusiasts, but the PC 
versions have never been able to capture the blend 
of action and control that made the cartridge ver- 
sions so popular. Technology has a way of catching 
up with things, how- 
ever, as can be clearly 
seen in EA’s new 
Madden NFL 97 for 
the PC; it definitely 
rivals the latest 32-bit 
gaming console ver- 
sions of the game. 

Running in the hi- 
res VESA 2.0 mode, 
the graphics in 
Madden 97 are 
amazingly precise, 
especially on a machine with a fast processor that 
allows the maximum geometry and texture settings. 
The players are correctly proportioned on the huge 
play field, and subtleties such as shadows give the 
game an excellent 3D look. The dynamic camera 
viewpoint pans back as the players line up for the 
snap, so you see the entire width of the field, and 
then when the ball is snapped, it zooms in on the 
action. You could switch the camera to a “fixed” 
viewpoint, but you’d miss the detailed animations 
that were created using motion-capture technology 
on real NFL players. 

There are plenty of computer football games 
with great graphics and animation, of course, but 
where Madden 97 excels is in its control, which 
nearly equals that of the console versions. The 
onscreen player response to the controller input is 
particularly accurate, especially if you play with a 
digital gamepad. The only downside 
is that Madden 97 supports only a 
two-button joystick configuration, 
so many of the moves available in 
the console versions are missing 
(e.g., stiff-arms and hurdling). You 
can still break tackles and shake off 
defenders with button two, but the 
computer decides whether you do a 
spin move or a speed burst accord- 
ing to your player’s situation. 

Given the limitations of the stan- 


MULTIPLAYER 
GRAPHICS 
MUSIC 

SOUND FX 


oe o J 


Contents: more than 100 NFL teams, 500 plays, real players and 
their statistics, Pat Summerall, and the man himself, John Madden. 


Multiplayer capabilities: head-to-head modem, direct serial 
or IPX LAN play available. 


Hits: great graphics and sound, excellent control, network/modem 
play and easy Windows '95 installation. 


'Viisses: supports only two-button joystick, generic stadiums. 


“ast word: without question, the current leader in action-oriented 
football simulations on the PC. 
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adden NFL 97 


maddens topics 9 


dard PC joystick, however, the game’s con- 
trols are well-implemented. The playbook is 
straightforward, with clear diagrams of the 
formations and plays for quick and easy 
selection; and the mouse-driven setup and 
option menus are equally well-laid-out. 

Besides the regular two-player mode using any 
combination of joysticks and/or the keyboard, 
Madden 97 also supports head-to-head competition 
via modem connection and through IPX network 
support. 

Madden 97 is loaded with special features. The 
game’s season mode is based on the actual 1997 
NFL schedule, and the Pro Bowl mode selects the 
team rosters according to how the players per- 
form during your season. You can create custom 
leagues, season schedules and your own players 
and teams, and you can negotiate trades. The 


John Madden 
will teach you 
everything 
from the 
importance of 
the blitz to the 
proper use of 
the draw and 
bomb plays. 


The onscreen player response to the controller 
input is particularly accurate, especially 
if you play with a digital gamepad. 


game includes more than 100 teams—from the 
current 30 NFL franchises and players to historic 
teams such as past Super Bowl winners and “All- 
Time Great” teams. 

EA has never skimped 
on official licenses, and 
Madden 97 has ‘em all— 
everything from the 
nearly mandatory NFL 
and Players Inc. licenses 
to detailed statistical 
information provided by 
STATS, Inc. The STATS 
Sports Team Analysis 
and Tracking System lets you view real, historical 
NFL numbers with those you generate while play- 
ing your season. The stat screen lets you sort the 
numbers in just about any way you like. 


Mastering the 
kicking game 
is essential in 
tight games. 


Despite the vast amount of RAM and hard 
disk storage available on the PC, Madden 
NFL 97 still comes up a few options short 
when compared with the new 32-bit con- 
sole versions. On the whole, however, EA's 
PC game scores big where it matters: it has 
a sharp graphical presentation and the 
classic Madden-style action-oriented game- 
play that previous computer football simu- 
lations sorely lacked. 


GAME-PLAYING HINTS 


@ Be aggressive on defense; at the start of a play, select control of a 
lineman and rush the quarterback or try to catch the running back 
in the backfield. if the QB manages to get the ball off, switch to 
the defender nearest the ball, and position him between the 


receiver and the ball for a chance at the interception. 


= Call plays that are within your team’s abilities. There’s no point 
trying to grind out the running attack on a team with a weak 
offensive line and average backs, nor does it do any good to 
throw deep with a low-rated QB or receiving unit. 


THE ART OF 


sights, sounds, , 
plant of. fly fiskiing 


ired of catching bass? Ready for a challenging fishing sim? Welcome to the relaxing and challenging world of fly 

fishing on your PC. The Art of Fly Fishing Volume I recreates this skillful sport using live videotaped footage. 
Fish three of the United Kingdom’s finest trout and salmon rivers: the Blackwater, Spey and Test. With the sooth- 
ing sounds of nature and the intricacies of choosing the right equipment and flies, this fishing simulation puts you 
right in the water. 


The Art of Fly Fishing is not just a fun fishing simulation; it also contains an extensive library of information to 
help you learn more about the fish, their habitat and their behavior. Choose your fishing spot based on conditions 
including time of day, season, temperature and water currents. Once you've chosen the right conditions, a variety of 
flies and rods will help you land the fish of your dreams, provided your casting skill is up to par. After you've prac- 
ticed, invite up to 5 friends to enter into a fishing competition where the winner receives a cash prize and the 
opportunity t upgrade his equipment. The Art of Fly Fishing; the only fly fishing simulation for your PC. 

To order, see your local retailer or call 1-800-340-7888 

CIRCLE #132 ON READER SERVICE CARD 


a Ag. fs CONTENT RATED BY 
a ESRB 


& PHILIPS 


©1996 Arc Development. Published 
by Gametek, Inc. Distributed by 
Philips Media. All rights reserved 


Media 


Compact disc 


Developer 
Electronic Arts 
Canada 


Publisher 
Electronic Arts, 
1450 Fashion 
Island Blvd., 
San Mateo, CA 
94404-2064 
800.245.4525 


Website 


http://www.ea.com 


Min. System 


Requirements 


Pentium 75 
MS-DOS 5.0 


(native support for 


Windows 95) 


4X CD-ROM Drive 
1 megabyte SVGA 


graphics card 


8 megabytes RAM 


(16 megabytes 
Windows 95) 


25 megabytes 
hard drive (40 
megabytes 
Windows 95) 


BY JEFFREY TSCHILTSCH 


ockey may not be the most popular of all 
computer sport simulations, but don’t try 
telling that to the developers at EA respon- 
sible for NHL Hockey 97. This game is clearly a labor 
of love for those involved, and it features an out- 
standing graphical and audio presentation 
that is rivaled only by a live, televised game. 
The real-time-rendering polygon graphic 
engine produces some of the most detailed 
player graphics and animation yet seen in a 


computer sports game. While playing, you IRTS “ 


might not be able to notice all the little 
nuances—you'll be so focused on the frantic 
action—but when you use the replay 

option, you'll appreciate the efforts of the 
graphic and animation artists and program- 
mers who have created amazingly realistic 
movements with the help of the latest in motion- 
capture technology. 

The great graphics aren’t limited to the players. 
The arenas and rinks have been accurately repli- 
cated down to the ads along the boards. Subtle 
touches include the almost photo-realistic look the 
deteriorating ice surface develops as the game 
wears on. Goalie masks have become an art form 
unto themselves, and NHL Hockey 97 includes a 
“gallery” of EA’s exclusive collection of masks that 
you can view from a variety of angles. 

The game features the great music and sound 
effects that EA is known for, but in terms of style 
and presentation, it’s the play-by-play announcing 


that really puts this game over the top. Jim 

Hughson’s real-time commentary is so flawlessly 
rendered that you’d swear he was calling the game 
live, watching the monitor as you play. The speech 
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~ << 


engine uses real player names during both the play- 
by-play and when announcing goals and assists. 

NHL Hockey 97 is one of the first games that 
runs native both under MS-DOS and Windows 95. 
The Windows 95 version uses the Microsoft 


All of NHL 
Hockey 97's 
arenas and 
rinks have 
been accurate- 
ly replicated. 


Goalie masks have become an art form unto 
themselves, and NHL HOCKEY 97 includes a 
“gallery” of EA's exclusive collection of masks 


that you can view from a variety of angles. 


DirectX2 drivers, and it achieves an impressive 
frame rate. DirectX is still an emerging technology, 
however (as witnessed by the fact that only a few 
months after Microsoft released DirectX2, it was 
already shipping DirectX3 to game developers), 
and on my Pentium 100 there was a noticeable 
performance hit under Windows 95 (unlike on the 
MS-DOS version). By shrinking the game window, 
| could increase the frame rate to one that nearly 
equaled that of the MS-DOS version, so on a high- 
end Pentium (say a P-166 or higher) | would imag- 
ine the gameplay under Windows 95 is compara- 
ble to that of my P-100 running in MS-DOS mode. 


Whether you run under MS-DOS or 
Windows 95 is of little consequence, how- 
ever, as under either system, the game is 
identical in graphics, features and controls. 
Beside all the official licenses, real players 
and stats you can shake a stick at, NHL 
Hockey 97 includes additional standout fea- 
tures such as four player support using 
Gravis GriP controllers and remote play via 
network and modem support. It would 
have been nice if the extra buttons on 
gamepad controllers could have been 
assigned unique defensive moves such as 
pokes, hooking, etc., but even with its two- 
button control implementation NHL Hockey 
97 is about as perfect a hockey simulation 
as you’ re likely to find. 


GAME-PLAYING HINTS 


Three words: pass, pass, pass. 


Practice “give and goes” and one-timers to take advantage of 


mismatches on offense. 
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CIRCLE #126 ON READER SERVICE CARD 


BY GLENN BRODERICK 


here are very few constants in this life; in 

fact, | can only think of three: death, taxes 

and the desire of a majority of PC owners to 
be a god. Looking at the brief history of gaming on 


Price the PC, it’s clear that god games have enjoyed some 
$60 of the most fanatical followings. A growing problem 
. in this heavily milked genre is one that plagues 
Media almost every popular genre: originality. The ideas 
Compact disc that lent themselves best to this style of game were 
Developer : — , 
piers. While your objective might 
Publisher seem simple, the gameplay 


Accolade, 5300 
Stevens Creek 
Blvd. San Jose, 


in DEADLOCK is, to 
say the least, expansive. 


CA 95129 —_— 
tapped long ago in games like SimCity. 
408.985.1700 
: Consequently, game makers are forced to put on 
Website their thinking caps and push their creativity to 
http://www. uncharted heights (or depths, in some cases). 


accolade.com 


Min. System 


Deadlock is an attempt on Accolade’s part to achieve 
these new heights in god gaming. 


Requirements In the not-too-distant-future (a pretty crowded 
IBM PC 486 DX2, place, by my reckoning), the galaxy is jam-packed 
66MHz with life forms. Of these many beings, seven races 
. have established themselves as forces to be reck- 
Wind 3.1 
apices oned with: the ChCh’T, the Cyth, the Humans, 
SVGA oe the Maug, the Re’Lu, the Tarth and the Uva Mosk. 
car 


Overpopulation, sickness and dissatisfaction run 
rampant in each of the races’ home worlds ... and 
then Gallius IV is discovered. To decide who 
should be allowed to claim the planet, each of the 
races sends a landing party to the surface of 
Gallius lV. Whichever race manages to set up a 
predetermined number of city centers first 
wins and can take possession of the planet. 
Though your objective might seem simple, 
the gameplay in Deadlock is, to say the least, 
expansive. In true god-game fashion, you are 
bombarded with a huge number of choices 
right from the very beginning. Will you set the 
game for two, three, five, seven, or 10 city cen- 
ters as the victory point? The ChCh’T, for exam- 
ple, are weak but reproduce very quickly, so 
they’re a good choice for a quick win in a two- 


2X CD-ROM drive 


8 megabytes 
RAM 
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Deadlock: Planetary Conquest 


city-center game but a bad choice in a longer game. 
What about morale? If you’re going in for a long 
game, you'd better be sure that your people are 
very even-tempered or that you’re such a good 
leader that no one will ever have the slightest reason 
to be mad at you. These and a host of other ques- 
tions were swirling through my head before | even 
began the game. 

From the beginning, you'll notice that Deadlock’s 
primary strength is in resource management. You 
have resources ranging from wood and food all the 
way up to fictitious metals such as triidium and 
endurium; each of the structures you build costs a 
certain number of these resources. The catch is that 
some of these resources 
need to be researched 
before they’re accessible; 
this aspect of the game can 
be endlessly frustrating (and 
challenging) when the 
game pace becomes frantic 
and you're trying to decide 
what to do next. It’s in this 
decision-making process 
that Deadlock ingratiates 
itself and keeps you playing. 

So what can you do if 
you think your buddy or the computer is about to 
win? Do you lose gracefully? No way, man! You 
use whatever technologies and resources that you 
have available to launch an attack. In this area, 
Deadlock really falters. In the generic god-game 
manner, you make your troops, equip them and 
then place them in an enemy's camp, or wait for 
the enemy to come to you. What happens after 
that is sadly typical. A poorly animated battle 
sequence pops up on your screen and plays itself 
out. While the Al does a decent job of generating 
most battles, | couldn’t help but notice that, unless 
| specified otherwise, some of my guys did some 
completely haywire things, e.g., attack a soldier 
instead of a cannon. It might seem like a small 
thing at first, but wait until you’re about to erect 
your fifth city center and four enemies wipe out 
your force of seven. 


Right-click on 
each square of 
land to get vital 
information 
about it. 


Deadlock is a highly addictive god game 
that doesn’t wander too far from the path 
taken by previous games of its kind. 
Though it suffers from some poor graphics, 
quirky sound and strange Al in battle, the 
overall package is solid. If you have a han- 
kering for a hefty dose of resource manage- 
ment and a generous serving of strategy, 
Deadlock will be right up your alley. 


| GAME-PLAYING HINTS | 


| Your first time out, the ChCh’T are an excellent race to pick; their 
quick reproduction will make winning a two-city-center game 
super-easy. 


| Remember morale! This can make or break your game: if morale 
is low, find out what’s bothering the people by checking the 
morale indicator on the menu bar. Then do something to appease 
them, e.g., build new housing. Allow several turns for this to work. 


TIME TO FINISH THE JOB, TIME TO GO... 


BACK TO BAGHDAD.. 


“The closest you'll get to an 


F-16 cockpit without enlist- 


ing.” Computer Gaming 


World 


“Without a doubt, the é 


ics in BTB are some of the 
most detailed available.” 


Computer Player 


“Military Simulations has 


lovingly crafted the most 
realistic simulation of the F- 


1G” PC Gamer 


MILITARY SIMULATIONS, 
INC. 
201 N.E. Park Plaza Drive Suite 50 
Vancouver, WA. 98684 
PHONE (360}254-2000 FAX (360}254-1746 


CIRCLE #133 ON READER SERVICE CARD 


Price 
$59.95 


Media 
Compact disc 
Developer 

Bullfrog 


Publisher 
Origin Systems/ 
Electronic Arts, 

1450 Fashion 

Island Blvd., 
San Mateo, CA 

94404-2064 

800.245.4525 


Website 
http://www. 
ea.com 


http://www. 
bullfrog.com.uk 


Min. System 
Requirements 
IBM PC 486, 
66MHz 


Windows 95 
MS-DOS 5.0 
2X CD-ROM drive 


SVGA graphics 
card 


S OVERALL 


S$ VALUE 8 
ORIGINALITY 7 
PLAYABILITY 9 


BY KEVIN J. MCCANN 


incers at the ready, crabs waddle about 
P::: base scouting for possible intruders 

while mules honk happily as they harvest 
construction materials. The master race of Ethereal 
smiles on your progress as you populate the 
planet. Suddenly, your doomed botanist emits a 
piercing cry; the poor sap has planted his last tree. 
Zooming in on the incident, you’re greeted by an 
invasion of swarming abnormalities—Muleocrabs. 
Thus, the war for colonization begins in Bullfrog’s 
real-time strategy game, Gene Wars. It’s a hybrid 
that’s somewhere between wargames such as 
Westwood’s Command & Conquer and one of 
Bullfrog’s early titles, Populous. You not only have 
to populate and conquer new planets, but you 
also have to ensure cross-breeding if the mission is 
to succeed. 

In every mission, you have a team of up to five 
specialists—a choice of engineers, botanists, 
geneticists and rangers. All have unique capabili- 
ties that you need to take into account when 
selecting your ideal team. You have your engineer 


build the necessary facilities, your botanist plant 
trees and gather new seeds, your geneticist collect 
DNA samples from new purebreds and hybrids, 
and your ranger help your creatures eat, fight and 
mate (yes, mate) better. Doing all these things at 
once is where the real challenge lies. 

Naturally, some planets have hostile creatures 
(you'd be hostile, too, if someone tried to take 
your DNA), and other planets have opposing alien 


MULTIPLAYER 
GRAPHICS 


MUSIC 
SOUND FX 


ow © sl 


Contents: engineers, geneticists, mules, birds, dinos and hybrid 


species. 


Multiplayer capabilities: up to eight can compete via 
network, but there’s no modem play. 


Hits: easy game interface, extensive hybrid capabilities, special 
powers and the Ethereal. 


Miisse@s: the game starts slowly and the music is cheesy. 


Last Word: a well-designed real-time strategy game that intro- 
duces a few good ideas and allows considerably more experimenta- 
tion than real-time wargames. 


90 COMPUTER PLAYER 


races interested in colonization. The only way 
to overcome these obstacles is the good old- 
fashioned proven way—war. 

As with other real-time strategy games, the 
interface in Gene Wars is simple and similar to 
those in Command & Conquer and WarCraft II, so 
you can immediately focus on the gameplay at 


Though these early missions 
are a tad boring, from mission 
four, the pace picks up ... 


hand. This is especially necessary because you 
rarely want to see any specialist or creature group 
idle; the interface makes it a breeze to assign tasks 
and switch between units. 

Unlike Command & Conquer, aside from the 
facilities, there aren’t any real mechanized 
units. In Gene Wars, your purebreds and 
hybrids are your weapons of war. Gene 
Wars is also the first real-time strategy 
to have terrain that really has a 
noticeable effect on gameplay. A 
specialist or a creature climbing 
a mountain will travel consid- 
erably more slowly than 
when sliding down the other 
side. On some planets with 
icelands, certain species will 
tend to freeze to death 
(becoming ice cubes) if they 
aren’t herded to warmer territory. 
Some plants will grow well only in deserts, 
while others can grow only in snow. Lakes 
and oceans are also factors in gameplay 
because only certain creatures (such as crabs 
and birds) can cross over. 

Another idea that’s new to the genre— 
and it works well—is the commanding race 
of Ethereal. From time to time, its members 
drop in to look at your progress toward their 
objectives. If you’re doing well, they'll reward 
you with monoliths that can bestow extra skill 
on your specialists, or they'll give special pow- 
ers to your creatures. Of course, if you dis- 
please them, you won't be happy, either. 

If you thought your troops could be idiots 
in Command & Conquer and WarCraft II, then 
make way for the new breed. Not only are the 
creatures in Gene Wars harder to control and 
more temperamental, but some will also turn 
on you if you annoy them enough. These are, 
after all, dumb animals, so don’t expect immedi- 
ate obedience. 


Bullfrog’s latest 
offering gives 
humanity the 
power to alter 
genes. 


Objectives will 
often be high- 
lighted by an 
Ethereal flying 
saucer that 
casts a beam on 
a destination. 


When you find 
a new plant, 
remember 
where you 
found it. If it’s 
growing in 
snow, don’t 
plant it in the 
desert. 


The first three missions are “trainers,” and they 
lack the immediate interest-grabbing scenarios 
that WarCraft Il and C&C possessed. Though these 
early missions are a tad boring, from mission four, 
the pace picks up, and this continues all the way 
to the final, 24th mission. 

Lush, detailed SVGA graphics complement the 
game. Gene Wars sports the standard overhead 
view, but the terrain manages to look 3D, and it 


morphs slightly whenever your engineer lays 
down a flat foundation for a new building (when 
this happens, watch the movements of nearby 
animals or specialists). Whether they’re splashes 
made by a unit plodding through shallow water, 
or the blue star-trail left by the Casper-like 
Ethereal, the animations are smooth. 

From the deranged ranger’s “Eat lead,” to the 
overly obsessed botanist’s “| just love to plant 
forests,” the voice clips and sound effects tend to 
be humorous. You choose your specialists from 


four races, so there’s a fair variety of comments— 
as long as you switch between the races for the 
specialists in each mission. 

Both C&C and WarCraft Ii had strong musical 
scores. Not only does good music make a better 
game, but it also makes a game more involving. 
Gene Wars opts for cheesy “music” —basically the 
stuff from early ‘50s and ‘60s sci-fi flicks. 
Unfortunately, it doesn’t do much to involve the 
player in the game. Fortunately, Bullfrog had the 


foresight to know that players might not like this; 
having loaded the game, you can put in your own 
music CD. | preferred to hear the “Star Trek Il: The 
Wrath of Khan” soundtrack. 


Intrepid specialists 
leave the rocket, 
ready to alter 
nature to suit their 
needs. 


Gene Wars faces pretty stiff competition 
from a more widely anticipated Bullfrog 
product, Syndicate Wars, as well as from the 
slew of other available real-time strategy 
games. Despite its weak start and some- 
what trite music, Gene Wars is definitely 
worth a look. Solid playability, virtually 
limitless hybrid combinations and network 
play put Gene Wars firmly into Bullfrog’s 
already impressive quality-strewn library of 
games. 


GAME-PLAYING HINTS 


= Speed is of the essence, especially in later missions. Be sure to 
keep your specialists and creatures working. 


w Early on, to guard your base, create crabs, and to harvest lumber, 
get mules. 


w A ranger is essential to help the creatures mate, and botanists 
should constantly plant trees to serve as construction supplies 
and animal food. 


w Finally, be sure to check out the comprehensive strategy guide in 
this issue. 
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agged Alliance: Deadly Games 


nce again, guns and money form an 

unholy alliance in Deadly Games—sequel 

to the popular Jagged Alliance. The original 
is a turn-based strategy game in which you hire a 
team of up to eight mercenaries to complete 


mands are for moving, crouching, shooting and 
picking items off slain opponents. Although you 
can and will perform other special actions, game- 
play is kept simple. After all, when you’re moving 
eight mercenaries around, the last thing you want 


Price increasingly dangerous missions. The sequel’s is a complex inter- 
$59.95 gameplay is almost identical, but a few new face bogging you 
Media bonuses have been tossed in for good measure. down. 
Compact disc . Each mission con- 
Ten new mercenaries Pere ae 
Developer i i 
SirTech are available—an increase sere oe the 
more difficult the 
Publisher on the first game’s total mission is, the more 


SirTech, P.O. Box 


turns you get. If you 
245, Ogdensburg, 


fail to accomplish the 


to a whopping 70. 


NY 13669 Ten new mercenaries are available—an increase objective within the 
315.393.6633 on the first game’s total to a whopping 70. allowed number of 
Website Mortars, grenade launchers and booby-trap kits are turns, the mission is 
http://www. among the new tools of the trade at your disposal. deemed a failure, and neither your mercenaries nor Be sure to 


The mercenaries have a variety of primary skills, 


your agent will be thrilled. 
As with most turn-based strategy wargames, 


sir-tech.com 


Min. System 


“gift” your boys 
and girls with 


Requirements each mercenary has a set number of action points. enough “toys” 
IBM PC 486 Every action a mercenary performs costs you some for the job. 
66MHz of these points, and terrain—especially water— 


can easily gobble up a mercenary’s total action 
points for a turn. Part of the challenge is allocating 
your action points wisely to complete the mission 
objective without cutting it too close. This gives 
you a chance to collect loot. 


2X CD-ROM drive 
8 megabytes RAM 


20 megabytes 
hard disk 


Additional terrain, mercenaries and 
weapons breathe new life (and death) into 
Deadly Games. With the scenario and cam- 
paign generators, scenario/campaign edi- 
tor and modem and network play, the 
overall playing time is considerably longer 
than that of the original Jagged Alliance. 
Although Deadly Games doesn’t sport SVGA 


including marksmanship, medicine, explosives and 
mechanical expertise. Some mercenaries are great at 
all of these, but their price is great, as 
well. Deadly Games lets you choose 
mercenaries with the skills you want 


S$ VALUE 9 so that you can put together your graphics, it’s the gameplay that really 
ORIGINALITY 6 ideal team. Mercenaries also have dif- counts. And in gameplay, Deadly Games 
ferent attitudes. Some are just plain excels; this makes it one of the more lethal 
PLAYABILITY 9 whacked-out psychos who are in it for and satisfying contenders in the always 
MULTIPLAYER 7 the “lethal tender,” and if they don’t competitive strategy wargame market. 
GRAPHICS 7 make enough kills, they will seek 
MUSIC 6 employment elsewhere. 
Despite the addition of new ter- 
SOUND FX © : GAME-PLAYING HINTS 


rain, Deadly Game's VGA graphics 
look a little outdated when com- 


m@ When you assemble your initial force, choose mercenaries who 
pared with other strategy wargames, 


Contents: mercenaries, 


weapons, blood money and 
a high body count. 


Multiplayer 
capabilities: standard 
modem and network play. 


Hits: interface, mission vari- 
ety, animation, voice acting 
and replayability options. 
Misses: outdated VGA 
graphics, the ease with 
which you can inadvertently 
target or shoot another 
mercenary. 


Last word: a significant 
improvement on the origi- 
nal Jagged Alliance, which is 
already a good game. 
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especially those with crisp SVGA 
graphics like WarCraft I] and 
Command & Conquer: Red Alert. But 
the actual animations—from a team 
member sneaking through bushes to 
the lobbing of a grenade—are very 
detailed and help make up for the 
otherwise lackluster graphics. 

The intuitive interface allows both 
novices and experienced players to 
easily jump into Deadly Games. Also, 
during campaign mode, instead of 
thrusting many new variables on the 
player all at once, the missions 
become more difficult gradually. 
Between missions, you can shop, 
train, hire and fire mercenaries, heal, 
or set aside a mechanic to fix items. 

During missions, most of the com- 


are good marksmen and very agile so that you'll have a lot of 
action points. Because your mercenaries tend to get shot up, you 
also want one who is well-trained in medicine. Expand your mer- 
cenary force as needed. Don’t spend more than the mission’s 
bounty. In case a mercenary’s gun jams, take along at least one 
Spare weapon. 


@ Avoid keeping your mercenaries in open areas; use bushes, 


trees, rocks and other obstacles for cover. Don’t rush forward to 
grab loot until an area has been secured. In rooms, search boxes 
for items. During missions, you can find extra cash, protection, 
weapons and ammo supplements to increase your reward 
beyond your assignment’s original worth. Good hunting! 


@ After a few missions, you'll pretty well know which mercenaries 


you want to keep. If you don’t need all of them for a mission, you 
can make some rest or train. This saves you money and keeps 
the mercenaries happy. On a final note, it’s a good idea to save 
your game before you start each mission so that you'll be able to 
go back if you need more mercenaries or better guns. 


After playing STEEL PANTHERS” and enjoying its incredible WWII armored warfare, 
ou’re dying for more, Your prayers hiaye been answered with STEEL PANTHERS II. 
Sinai, Vietnam and Desert Storm. . 4 
Enact hypothetical battles like NATO ys Warsaw Pact. Or create your own with 
the random scenario generator and editor. This is SSI and Gary Grigsby 
at their very best. Detailed historical accuracy, All the right tanks, 
helicopters, jet fighters and missile sites. SVGA graphics. Intense 
animation. Digitized photos 
and sound effects. Modern. 

video combat footage. _ 


If war is hell, thisis ~~ 
wargaming heaven. 


1-80 
Retereatinga 


HEAPON 


Seeed 
Men . 
Size 4a 
Cost 40 
Class ’ 


CONTENT RATED BY 
SRS i 


Price 
$59.95 


Media 


Compact disc 


Developer 
Legend 
Entertainment 
Publisher 
Accolade, 5300 
Stevens Creek 
Blvd., Ste. 500, 
San Jose, CA 
95129 
800.245.7744 


Website 
http://www. 
accolade.com 


Min. System 
Requirements 


IBM PC 486, 
66MHz 


MS-DOS 5.0 or 
Windows 95 


2X CD-ROM drive 


8 megabytes 
RAM 


5 megabytes 
hard disk 


9 OVERALL 


S$ VALUE 3 
ORIGINALITY 9 
PLAYABILITY 9 


BY ZACH MESTON 


I you regularly read the “Reboot” column of this 


fine ‘zine, you probably saw my glowing write- 

up of the Star Control series in a recent issue and 
my pathetic public plea to be assigned the review of 
the four-years-in-the-making Star Contro/ 3. Guess 
what? It worked. (Guilt can be a wonderful thing 
sometimes. ) 


STAR CONTROL 3's interface 
revolves around four screens, 


each one closer to the action 
than the last. 


The gameplay in Star Control 3 has definitely been 
modernized; whereas SC2 required keyboard or joy- 
stick control, SC2 is entirely point-and-click except 
for the battle sequences. The icon-based interface is 
sparse and simple, not cluttered but not particularly 
stylish, and you'll learn it quickly (although the weak 
instruction manual makes it seem more complicated 
than it is). 

Star Control 3's interface revolves around four 
screens, each one closer to the action than the last. 
There’s the quadrant screen, which shows the entire 
Kessari Quadrant and its hundreds of stars; the sys- 
tem screen, which shows an individual star system 
and its planets; the orbit screen, which shows the 
surface of a planet; and the colony screen, which 
shows a colony and the buildings in it. 

When you encounter an alien race, you go to the 
dialogue screen. The interaction method is essentially 
unchanged from Star Control 2: the alien says some- 
thing, and you choose from a list of responses. It’s in 
the audio-visual department that SC3 has made 
changes. The hand-drawn aliens in SC2 have been 
replaced with hand-sculpted, digitized puppets in 
SC3, and the text-only dialogue of SC2 has been 
enhanced with voice acting (you can even shut off 


MULTIPLAYER 
GRAPHICS 
MUSIC 

SOUND FX 


CO = CO SI 


Contents: space exploration, alien interaction, ancient artifacts, 
arcade-style combat, planet-based colonies and over 1,000 planets 


to explore. 


Viultiplayer capabilities: two-player remote hyper melee via 
modem, serial cable or an IPX compliant Network. XBAND support 


in the works. 


Hits: improves on the best features of Star Control 2 (more aliens, 
more spacecraft, more plot) and adds a strategic element with 
planetary colonies (resource management). 


IViisses: doesn’t have SC2’s wonderful sense of humor, aliens are 
slightly cheesy-looking, uses General MIDI music instead of 


Redbook audio. 


Last word: Star Control 3 is great fun on its own, but if you're 
unfamiliar with the series, hunt down and play the first two games 
before this one. You'll have a much better appreciation of the story- 
line, and you'll have dozens of hours of fun with SC2. 
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the text for 100-percent-pure speech). 

The final screen is the melee screen, where $C3’s 
two dozen alien types clash in battle. The first two 
Star Controls used a top-down viewpoint, but Star 
Control 3 has a slightly angled view of the action; the 
combat is still two-dimensional but with a three- 
dimensional look. There’s even a handy hot key you 
can press if the computer Al is playing chicken; this 
will make it attack you and speed up the battle. You 
can avoid the adventure game altogether and simply 
play a “hyper melee” game with the various ships. 
SC3 supports network play, and support for the 
Mplayer multiplayer network is in the works. 

SC3 has swell SVGA visuals throughout, although 
the puppets in the dialogue sequences are weakly 
animated and look a little too much like puppets 
(although they‘re certainly a fine change of pace 
from 3D-rendered characters). Musically, SC3 has 
General MIDI tracks instead of CD music—a surpris- 
ing compromise—but at least the tunes are decent. 
The voice acting is fine (but the voices in the little- 
seen 3DO version of SC2 were fantastic), and the 
sound effects are even finer. 


Star Control 3 is a fantastic game, even if it 
doesn’t quite have the soul of 5C2. You should 
definitely fork out the green for Star Control 3 
if you're even remotely fond of sci-fi, 
action/adventure, or the Star Control series. 


4 
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everything players 
loved about Star 
Control 2 (except 
the sense of 
humor) and more, 
including interac- 
tion with two 
dozen alien races, 
arcade-style ship- 
to-ship combat 
and the ability to 
build and main- 
tain planetary 
colonies. 


GAME-PLAYING HINTS 


@ At the start of the adventure game, you need to find the nine 


league races. Here’s where they’re located: 


SYSTEM RACE 
Hypnus 2 Syreen 
Helios 3 Ur-Quan 


SYSTEM 
Astarte 1 
Velpunia 6 
Foumalhaut 5 
Salacia 2 


m@ Here are the locations of other races in the quadrant (look for 
them after you have communicated with the Daktaklakpak for the 
first time): 


RACE 


SYSTEM 


oT Fo : 3 : a. Pu : For IBM®-PC & Compatibles on CD-ROM. 
pee i” i 1-800-879-PLAY http://www.microprose.com 


Call 1-800-771-3772 for Information on Game Ratings. MicroProse Software, Inc. is an official licensee of Magic: The Gathering. 
Magic: The Gathering is a registered trademark of Wizards of the Coast, Inc. ©1996 MicroProse Software, Inc. All rights reserved. 


CIRCLE #135 ON READER SERVICE CARD 


UNTERTANIMENT SOFTWARE 
RATINGS BOARD 


Ce COM Oe oe Go AMES by KEVIN J. McCANN 


Devo’s Adventures of the Smart Patrol 


Crack that whip! Surely you haven’t forgotten Devo, whose naughty early ’80s music video 
now seems G-rated when compared with present-day videos. Refusing to be outdone, Devo 
is back with a decidedly adult (not necessarily mature) computer game. It’s up to you and 
the Devo Smart Patrol to whip the future into shape—one way or the other—and stop a 
killer virus spread by the turkey monkey. Two words 
that I’ve come to dread when I see a game are 
Macromedia and QuickTime. Although these products 

, aren't bad, they’re not very good at creating computer 
“, games. Adventures of the Smart Patrol uses both— 
Macromedia for the interface and QuickTime for the 
movies. The result is a slow interface and choppy video. 
Smart Patrol is supposed to be a game, but unfortunately, 
it’s pulled over before it can even start. 


Price: $39.95 

Genre: adventure 

Publisher: Inscape 
Telephone: 800.741.3043 
Website: 
http://pathfinder.com/inscape 
System: Windows/Macintosh 


OVERALL 
4 RATING 


Pro Pinball: The Web 95 The Complete Great 
Naval Battles 


Four of SSI’s most pop- 
ular World War II naval 
simulations come 
together in The 
Complete Great Naval 
Battles collection, 
which also features 
additional scenarios 
and a scenario builder. 
A bonus scenario, 
Demise of the 
Dreadnoughts 1914-1918, is 
included as well. The award- 
winning Great Naval Battles games combine depth and 
playability. In terms of graphics and sound, the collection 
suffers a bit. A bigger drawback is the absence of a printed 
manual; in collections, this item is often sacrificed to save 
money. Unfortunately, strategy wargames require manuals 
more than your typical computer games do, sO newcomers 
to the series will 
have a tougher 
time. But this col- 
lection will Keep 
those who hang in 
there on extended 
sea duty. 


When | received 
a copy of 
Empire’s Pro- 
Pinball: The Web 
a while back, my 
immediate 
response was 
“Another com- 
puter pinball 
game?” But | 
was pleasantly 
surprised when 
Pro-Pinball turned out to be the best computer pinball 
game |’d seen. Most of them have multiple tables but sac- 
rifice mechanics, design and lasting playability. Pro-Pinball, 
on the other hand, focuses on one table and is intricate 
and well-balanced. The sharp graphics also put the com- 
petition to shame; they range from 640 x 480 at 256 colors 
to 1024 x 768 at 32,000 colors. The Windows 95 version is 
identical to the MS- 
DOS version. If 
you're a pinball 
enthusiast and 
don’t have Pro 
Pinball: The Web, 
save your quarters 
and buy it. 


Genre: action - 
Publisher: in 


‘Website: netp:iiaeww. —. com 
System: Windows 95 


9 OVERALL 
Vw RATING 
RATING 
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CAPSULE REVIEWS 


Death Match: 


Doom II. 


| don’t exactly consider 
myself a saint, but | can’t 
help shaking my head when- 
ever Atlantean releases a 
title. From its cheesy female 
fighting game Catfight to the 
strip bowling game Alley 
Cats, Atlantean tries to use 
titillation as a selling point. 
Pandora’s Poker Palace is 
no exception, and this time, 
the game is strip poker—specifically, five-card stud, five-card draw 
and seven-card stud. And although Atlantean tries to exploit nudity, 
at the same time, it seems somewhat conservative: this is purely 
PG-13 material (topless nudity). 
As a result, the game probably 
won't attract people who would 
buy it for the “Oh boy, naked 
women” aspect. And that’s the 
game’s main draw because the 
card games are just plain silly. 


Bi POLD: {RULES 
7 


Miovonsorg I/MAE Aa LEN EE 


When they fold, the women 
promptly go topless instead of 
checking to see whether their 
hands beat yours. Easy to win? You 
bet. The lines these ladies spout off 
are what Beavis and Butt-head 
iain, WOU COlsioer Cool: In 
Price: $29.95  . : - | | ourworld, they’re just 

_ Genre: ue ‘| _ bad puns. And in the 


— Atlantean Interactive | world of computer card 
. 7 games, Pandora’s Poker 


Palace is simply a bad 
deal. 


~ OVERALL 
RATING 
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The Ultimate Game Player’s Kit 


Hey, | thought Final Doom was the end?! Apparently, it wasn’t, because the mak- 
ers of Death Match: The Ultimate Game Player’s Kit are trying to cash in on the 
already saturated extra Doom levels and editors market. Although Doom is revo- 
lutionary, I’m tired of reinstalling it each time one of these add-ons comes out! 
Minor gripe aside, Death Match is the most comprehensive Doom add-on to 
date (and, | hope, the last). Don’t worry about the monsters killing you in Death Match; worry 
about dying of old age if you attempt to play the 7,000 Doom levels that span two CDs. Death 
Match also has editors, cheat codes and hints. So if, by some chance, you haven’t had your fill 
of Doom and are looking for new stomping grounds, check out the all-encompassing Death 
Match. Because this is an add-on set, to play it, you must already have a copy of Doom or 


oopr 
oe 


Price: $19.95 
Genre: action 
Publisher: Micro Star 
Telephone: 800.444.1343 
Website: http://www. 
microstar-usa.com 
System: IBM PC 


7 OVERALL "| 


RATING 


Power Play Pack 


Eidos has con- 
sistently 
designed solid 
games for the 
Macintosh 
market. One of 
its earlier titles, 
Out of the Sun, 
lets the pilot fly 
more than 17 
World War II 
aircraft in 
numerous scenarios. Its second flight simulator, Flying 
Nightmares, is set in the present and tests the pilot’s mettle 
in the tricky Harrier jet. Not surprisingly, Eidos’s next title, 
Absolute Zero, blasts off into outer space, where mining- 
colony residents must use revamped mining vehicles to 
repulse an alien invasion. Following the industry’s collec- 
tion-pack trend, Eidos has released all three titles in Power 
Play Pack. |f you are an enthusiastic Macintosh gamer, this 
is a must-buy. 


OVERALL 
RATING 


Shore {/ 100. 
TIME} Ae 31 


sonic CD 


Back when | owned a Sega Genesis console, | remember looking forward to the debut of the Him 
Sega CD. When it arrived at last, it was hardly worth boasting about: it had a single-speed « 
CD, was limited to the same 64-color palette as the regular Genesis and couldn’t handle 3D 


SCORE © Ley 
STivE WT" 26" 06 


Price: $39.95 
Genre: edutainment 


Publisher: DreamWorks Interactive 
Telephone: 310.234.7000 


System: Windows 95 
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OVERALL 
RATING 


Politicartis ‘96 
Solitaire 


Humor is a mat- 
ter of taste. 
What | find 
funny, most oth- 
ers consider 
smart-assed or 
tasteless. 
Masque’s Politicards ’96 Solitaire may be 
funny to some while others find it a painful 
reminder of our ailing political system. | fall 
within the latter group. Even if you try to 
avoid politics, you can’t help but hear who 
was caught with a call girl, etc. Based on 
the popular Politicards 96 card collection, 
Politicards ’96 Solitaire features 21 solitaire 
games, plenty of political caricatures and 
numerous animations and sound bites. It’s 
well-designed, but unless you’re really into 
political humor, the comedy will wear thin 
quickly. Those who seek serious solitaire 
should check out Sierra’s Hoyle Solitaire. 


Price: $19.99 

Genre: puzzle 

Publisher: Masque 

Telephone: 303.290.9853 
Website: http://www.masque.com 
System: Windows/Macintosh 
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OVERALL 
RATING 


graphics iat well. Quality titles were few, as was the number of titles available. One of the 


best games for the Sega CD was Sonic CD, 
which now makes its debut on Windows 95. But 
if there has ever been a direct port, Sonic CD is it. 


With limited colors and painfully bad resolution, it Price: $39.95 
really shows its age. The sound effects are pretty Genre: action 
bad—worse than those in the Sega CD version. Publisher: Sega 


Control is also less than perfect, and that’s a vital 
element for platformers. Sonic on the Sega 
Genesis was synonymous with quality. On the PC, 
it’s clearly sub-Sonic. 


Telephone: 415.508.2800 
Website: http://www.slagoon.com 
System: Windows 95 


Bp ER 


RATING 


Kitchen! 


One of the first software collaborations between megapowerhouses DreamWorks SKG and 
Microsoft Corp., Someone’s in the Kitchen is aimed at the children’s entertainment market. 


Inspired by Steven Spielberg (Someone no doubt heard him say, “I wonder whether a kitchen can 


be made into something that’s fun?”), the game is filled with anima- 
tion, high-quality voice acting, plenty of songs and skits. It also has 
a very interactive environment. A child can click just about any- 
where in the kitchen and receive a response from the object in that 
space. Kids can cook without leaving parents a mess to clean up, 
or they can create a virtual mess by blowing up an egg in the 
microwave (just what you want them to learn). There isn’t much 
educational value, but kids will definitely enjoy it. 


Af bratid fei? gative every ropes 
before you get tired of thy old erie! 


Here is what happens when 


you become a GOMC® member: 


e Receive a new game for Windows based 


systems on a CD each month 
BECOME A GAME | * jcu'would normaly spend for one game 
OF THE MONTH® e New games at pre-market prices 
MEMBER TODAY BY 
USING THE TEAR OUT 


prior to publication 
f not satisfied after receipt of fist 
not sati er rece 
CARD ONTHIS PAGE retum game within: 
FOR ORDERING, OR 
CALL 800-982-2578 


game, return game within 30 days 
ALL ORIGINAL NEW TO MARKET GAMES! 


for a full refund. 
Astron Publishing, Inc.'s 
Game Of The Month Gub’ 
1101 17th Street, N.W., Ste. 408, 


Washington, D.C. 20036 
Tel: 202-331-9789 ° Fac 202-872-0286 


Toll Free: -25/8 
email to dagreene@wbonepub.com 
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WindowsNT~ 
Window 


Outwit spies, retrieve stolen documents and: 


| 


It’s the Titanic’s fateful night and you play 
a British agent — the key figure entangled 
in a race against time to change the course 
of 20th century history. 


fully explorable 3D environments. 


A story of intrigue and disaster unfolds as vou 


Advanced 360° movement puts you on board an 
interact with over 25 fully animated characters 


historically accurate SGI rendition of the Titanic 


as you search for clues and secret documents in who remember vour responses and act accord- 


ingly as you criss-cross their paths. 


Ertertairswcal 


A Graphical Adventure 
Free Demo Disk www.im.gte.com 
GTC Entertainment {!!!!!' 
CIRCLE #123 ON READER SERVICE CARD 


STRATEGY GUIDE 


Origin for IBM PC by Jason D’Aprile 


hether you’re a Crusader fan already or you’re new to the world 
of the Silencer, survival requires cunning and perception. 
Throughout the game, you use the gameplay and tactics you 
learn at the beginning. In a lesser game, this repetition would be a draw- 
back, but Crusader’s nearly continuous action prevents it from becom- 
ing dull. And the red-hot intensity of gameplay makes it comforting to 
know that certain laws remain constant. The following tips will help you 
through the game, and the Level 1 walkthrough will help you get your 
bearings. | also provide specific information and tips on the other levels. 


In Crusader, there is virtually no situ- 
ation that you can’t get out of. If 
you’re stuck, look more closely at 
your surroundings. See any obsta- 
cles that might be hiding something 
useful? Keys are usually near their 
locks. Be absolutely sure to check 
every terminal for pass codes and 
other tidbits of information. There 
is no penalty for blindly killing 
everything in sight, but there’s 
no benefit to it either; you’re 
just wasting ammunition 
that could be better used 
against the WEC’s end- 
less waves of troops. It 
makes sense to kill 
unarmed personnel 
only when they move to 
set off a particularly 
troublesome alarm or 
in the very rare cases 


when they hold the only key to an exit 
(even then you can use a datapick, 
which works for both keycard and pass 
code locks). During most of the game, — 
ammo is plentiful, but it can become 
scarce at the least opportune times 
when things get really tough. 

Although the Crusader can take a lot 
of punishment from small-arms fire, he 
doesn’t have much tolerance for rock- 
ets and energy weapons. If you stay in 
the line of fire of either of these, or even 
if you’re in the general area of a 
grenade impact, you won't last a sec- 
ond. So let a spider bomb scurry over to 
take out dug-in grenadiers and destroy 
activating mechs, or if you have the 
opportunity, just nail them with a round 
or two from your GL-303, which you'll 
find in the first mission. 


BASICS 


Generators 


Many force fields and laser barriers can 
be shut down only by destroying their 
power source. So if you come across a 
shielded camera, gun, or other machin- 
ery, it is probably connected directly to a 
power generator. There are three types of 
power generator and two types of radia- 
tion generator (which, once destroyed, 
stop producing radiation) to look for. 
Many times, the generators are chained 
together; some are offscreen as well, so 
try to get the best vantage point without 
unduly compromising your safety. Spider 
bombs are the best way to take them out 
when you’re pinned down. 


Motion Detectors 


These little, annoyingly inconspicuous 
devices will set off the alarms, activate 
nasty security measures and summon 
more enemies (usually mechs). To detect 
them, use the VIR Imager, which con- 
sumes energy rapidly. Until around level 7, 
these sensors are usually placed along 
visible walls, though they’re often partially 


hidden by crates and other obstacles. During the end levels, 
however, many of them can be detected only with the Imager. 
As with the cameras, you might want to set these off to gain 
access to otherwise hidden benefits, although you must decide 
whether a clip of ammo or an energy pack is worth facing a 
mech or horde of LMC soldiers. 


Switches and Terminals 
Switches are often hidden (especially 
when they open doors for hidden rooms), 
and you can sometimes access switches 
that are visible only on the opposite side 
of the wall. Also, be on the lookout for 
floor plates that open doors or set off 
traps. Computer terminals do everything 
from showing camera views to giving 


pass codes and from opening doors to activating mechs. It’s 
best to examine all terminals that you find. 


Radioactive/Explosive Barrels 


Those silver canisters with the biohazard 


symbol aren’t for show; they’re the hurt that 


keeps on hurting if you or someone else 
plugs them. Other barrels merely waste 
whatever was in the general area of the 


_explosion. Both are as harmful to mechs as 


they are to humans. 


Security Cameras 


Unless they have a force field around them, 
cameras can easily be dispatched. 
Occasionally, however, setting them off can be 
beneficial because they may alert troopers 
waiting in hidden, otherwise inaccessible 
rooms. If you’re running low on supplies and 
need some fresh bodies to search, you can kill 
the troopers as they emerge. You can turn off security alerts 
from those small red wall panels placed throughout the level. 


Mechs 


At various points during the game, you can 
control mechs and let them do the work for 
you—very keen, indeed. So if you see a lone 
mech just standing there in a mech booth, 
don’t necessarily destroy it. Instead, look for 
a computer terminal that you can use to con- 
trol the mech. Controllable mechs cannot be 
turned against you while you have control over them, even if the 
security alert is activated. The many kinds of mech in the game 
are your greatest foes—from the Cryotron, which will freeze you, 
to the morph droid, which assumes the shape of terminals, stat- 
ues and other seemingly harmiess objects. These roving ’bots 
contain unlimited amounts of high-powered ammunition. The 
surest and quickest way to knock them out is with a rocket, but 
the AC-88 and all the energy weapons devastate them as well. 


Obstacles 


in Crusader, you can destroy almost anything, 
and you have to often enough. Barrels have a 
tendency to explode, as do power generators 
and large containment units. But it’s also 
important to remember that the Silencer can 
jump on objects to reach out-of-the-way 
spots. For example, crates are often placed 
so that you can hop onto them. 
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Taking out all the power gen- 
erators in the room that 
opens directly to the left of 
the elevator (flip the switch to 


in the | omnes west side ots your | 
starting point is a concealed | 


room that opens when you open the door) will deactivate 
step on a touch plate. If possi- | the force field of the gun turret in the large room. Kill the 
ble, shoot the guards by the _ guards, destroy the camera (especially the turret), then use the 
exit door on the upper level | terminal to open the blast door to the east. Be careful of the 
from below. In this room, an | cameras in that hallway; they activate Avatrons. If you can’t get 
Avatron robot is accessible as | __ that easternmost door open, use the switch hidden behind the 
well. Take itoutforaspinand | energy station. Once you’re through, take out everything in 
cause some real damage | sight and blow away the single power generator at the bottom 
without wasting precious ammo. The terminal near the teleporter —_of the screen (this turns off the wall gun’s force field). The key is 
turns off the force field; the switch in the side room that’s farthest | ona shelf in the upper portion of the hall, and the lock is near 


west (with the Avatron) controls the lift. the mech station. Turn both valves for a little fiery fun. 


) In the next room, go to the spot just below the gas pipes and 
_ send a spider bomb directly up the screen. Next, turn off the 

| power field to the east 

using the nearby termi- 
nal, and destroy all the 


When you go through the 


blast doors, you immediately power generators. 
encounter Denning in the Destroy the gun turret, 
southern room. To deactivate get the pass code for 
those force beams, destroy the elevator (in the 

the crates to the left of the upper west room), then 
elevator and then shoot the 


take the elevator to... 
switch. The terminal activates | | 
another Avatron. Use it to 
clear the room (do not shoot 


the radioactive — then set the Avatron in the © upper left 


the shotgun. | | a en 


the alarm because it will let 
the mech out. After you’ve © 
received Denning’s message, go into the room directly to the 
west and get the grenade launcher that’s in the chest. Go south 
and carefully take out the mechs with the launcher. Use the first 
telepad to reach a second telepad, then flip the switches. To get. 
the blue key in the elevator room, shoot the boxes in the east- 
ern corner just above the power generators and hit the switch. 


To get the red key to open the 
blast door at the end of corri- 
dor, go into the lower room 
near the blast door and shoot 
the sensor that’s high on the 
wall near the two chests to 
make the lift descend. Get on 
the lift, jump across the gap 
and search the chests. 

If the electric floor pads 
have been set off, you can 
deactivate them by destroy- 
ing the three power genera- 
tors. To destroy the camera, 
blow up the crates between 
the lockers, then blow the 
grate to gain access to the 
power generator beyond. 
Destroy the generator to cut 
the power to the camera’s 
shield. 
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Level 5 


By turning off the 
eastern power 
generators, you 
can deactivate the 
camera force 
fields, but you 
must shut down all 
four generators to 
deactivate the tur- 
ret’s protection. 
Better yet, destroy the east wall in the elevator room (where you 
started), and a shortcut will become available. In the next room, 
you'll see a “blowable” grate in the northern wall that will lead 
to a means to shut down the gun holes next to the camera. 
Blow up all the power generators to take down the numerous 
guns and that track turret. You can also activate an energy 
bridge to the plasma generators or take the elevator. To escape 
the level after you have destroyed the plasma generator, blow 
up all three generators near the exit, and the force field will be 
deactivated. 


GENERAL TIPS 


This places you in the 
mines and introduces the 
effects of Di-Cor, a 
radioactive substance that 
serves aS a power source 
for much of the Earth. If 
you explore both ends of 
the collapsed corridor (starting in the north end), you'll find a 
way to gain access to a secret room on the lower end that con- 
tains the radiation shield. The shield is helpful, but it uses a 
great deal of energy. | 


Mission 3 


In the southern corridor past 
that first Avatron (be careful 
to take out all the alarms or 
else it will be activated) and 
the pesky androids, you'll find 
a stack of crates against the 
west wall. Blow up the crates to gain access to a secret corridor. 
You'll find the EM-4 laser in a secret room. Whether you take this 
hidden route or the more direct way, you will end up in the same 
place. Implant the computer 
virus in the yellow computer ter- 
minal on Level 3. If you can’t find 
the key to get to the corridor 
leading to the elevator that, in 
turn, leads to the tramway exit, 
it’s because you didn’t kill the 
yellow-suited technician in the 
room before the corridor. 


Mission 4 
You get a plasma shield on 
this level, and after you’ve 
explored, if you backtrack 
a little to this mission’s 
starting room, you'll find 
the door to the lower east 
room; inside is a safe that 
contains the devastating 


BK-16 Crystallizer, and it’s 
now open. 


In this mission, you also meet the morph droids, which are 
among the easiest robots to down in the game. They can turn up 
in nasty spots, though. Morph droids are always activated when 
you shoot at them, and they’re invulnerable until fully morphed. 
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GENERAL TIPS 


Can’t figure out how to open that blue door? Place a weight (spi- 
der mines work great) on the first floor plate or blow it open with a 
bomb. An armory on this level is a real treasure trove, but it’s also 
heavily guarded by mechs. Search the terminals for the pass code 
to access the armory telepad. When given a choice, you'll find that 
the floating mine corridor is a shorter and safer alternative to the 
radiation-filled main chamber, and both lead to the same piace: To 
avoid the mines, just roll 
under them. On the 
prison level, there is a 
secret door adjacent to a 
telepad and to the south 
of the collapsing floor 
tiles. The safe code is 
132, and it gives you a 
key to a hidden door far- 
ther west. 


‘Mission 6 


For full energy, get the 
fusion battery in the mis- 
sion’s first room. To 
place the explosive 
device in the ore separa- 
tor, you must actually 
get onto the conveyor, 
quickly drop the charge 
and jump back onto the 
main platform. Because you have only a short time to escape, 
before you place the charge, it’s best to clear your way of baddies, 
especially that nasty shielded turret waiting for you two rooms up. 


Mission 7 
The temperature at which books burn? Fahrenheit 451. This 
level introduces the Cryotron, which, as its name suggests, 
freeze-dries anything it hits. In the area near the second con- 
trollable Cryotron, you may find that the southern door won't 
stay open. It will if you shoot the technician in the northern 
room at the beginning of the corridor (he keeps shutting it). 


106 COMPUTER PLAYER 


_ telepad behind a barrier 


Mission 8 
This is the first mission that 
is timed from the beginning. 
You have some time to 
explore; just save often so 
that if you run out of time, 
you'll be able to go back and 
hustle to get to the defense 
battery terminal. All you 
have to do is activate the 
terminal to stop the trans- 
ports from Earth, then 
escape the level. This level 
also introduces the extremely 
troublesome invisible mines. 
You have to look closely to 
see the faint distortion that 
surrounds them on the floor. 


Mission 9 


You have 15 min- 
utes to destroy the 
—_ computer 
re. When you 
ay it, just hit the 
core’s switch to 
deactivate it. 


Mission 10 


Hordes of elite troopers, 
invisible mines and devi- 


ously hidden laser trip 
wires await you. You have 
a choice between the 


and a telepad surrounded 

by invisible mines to its : 

north. If you have an appetite for destruction, take the upper 

pad; for a shorter route, take the lower pad. A little later, you'll 
find another telepad shortcut in 
the cube surrounded by glass 
bricks and with an office desk 
on the southwest and north- 
east sides of it. The switch to 
open these walls is hidden 
amidst the pile of crates just 
above it. To destroy the core, 
you have to hit that small blue 
dot on the lower right side of it. 
To destroy Draygen quickly and 
easily, duck back into the 

_ southern room (he can’t fit 
through the door) and pick him 
off with the XP-5 or another 
high-powered energy weapon. 
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With 20 new challenges from the Crusades to the Civil 
War, from Alexander the Great to an all-out alien invasion, 
Sid Meter’s Civilization II Scenarios delivers more worlds to 
aes Sg “ter conquer and more long nights! Jump right in at whatever 
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CONTENT RATED BY 
ESRB 


Things are starting to become really haz- 
ardous. There’s been so much talk about 
aliens lately that it’s time to go to the 
source, Roswell. You arrive at the guard- 
house. Take the book, then open the 
drawer and 
grab the 
handy ID 
card. Pick 
up the 
matchbook 
that’s on the 
desk. Look 
under the 
bed, retrieve 
the note and 
examine it. Get the radio from the other 
desk drawer and open the radio to net 
some batteries. 

Open the locker and grab the key. 
You’ve taken everything you can from the 
guardhouse, so go out the back door. 
Walk down the stairs and take the shovel 
that’s leaning against the wall. Move the 
box at the base of the speaker tower and 
examine the wiring 
underneath. Take the 
fuse that’s on the nearby 
boxes. Read the various 
signs there. 

Use the Roswell 
security card on the 


§ 
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part 2 of 2 


the power. Go inside, open the emer- 
gency bunker door and step inside. 

Open the trap door on the floor and 
take the box. Examine the box to find 
dynamite. Combine the dynamite with the 
fuses. Finally, combine the dynamite with 
the matchbook. Don’t worry; the dyna- 
mite isn’t actually lit yet. 
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INTERACTIVE mode EG 
security panel and go inside the autho- 
rized area. Proceed to the laser deactiva- 
tion pad and examine it. Key in Alpha 
and hit enter, then use the laser field 
paper to solve the puzzle. 

Some of the lasers have now turned 
blue. Walk through the blue lasers to 
reach the other side of the laser field, but 
don’t touch any of the red lasers. Get the - 
cable from the other side of the laser 
field. You can’t open the steel doors just 
yet. Go back through the laser field into 
the main courtyard. 

Use the padlock key you retrieved from 
the locker to unlock the tool shed. Take 
and examine the flash- 
light and toolbox. 
Combine the batteries 
with the flashlight. Now 
combine the pliers with 
the power cable. 

Use the stripped 
power cable on the 
busted speaker wire 
cable. Walk over to the 


guardhouse and turn on 


Enter the authorized area and cross 
the laser field again (fun!). Save your game 
because the next portion of the game is 
timed and will 
result in Tex 
Murphy’s 
early retire- 
ment if you 
don’t move 
fast enough. 

Use the 
dynamite on the door. Now navigate your 
way back through the laser field as quickly 
as possible and get out of that area until 


the dynamite 

blows. You can 
finally enter 

._ the under- 

ground 

facility! 


* through 
the laser 
field once 
again and 
ae step into the 
underground 
ee facility. And 
“ee for your 
oe reward, Tex 
bee Murphy 
inhales some 
bad air and 
falls to the 
ground 
unconscious, 
ending the 
sixth day. 


You regain 
conscious- 
ness. You’re inside the underground com- 
pound, but you’re not alone. An alien is 
present, and it isn’t your friend. 

Proceed to the dorms door and exam- 
ine it. Use the shovel to pry open the door 
and gain entrance. Get the CD that’s on 
the floor inside. Go into the next room, the 
sleeping area, and open the cabinets. 


Take the disc player and containment 
unit. Combine the CD with the disc player 
and examine the result. 

Combine the containment unit with 
the containment scrap. Make a break for 
the generator room. Open the panels on 
the generator and look at each. It’s miss- 
ing a part. Get the wire cutters from the 
box and the oxygen tank that’s by the 
door. Go to storage room 102. Grab all 


seytiy tetas 


the items in the room and examine 
the spark plugs. 

Return to the generator room. Put 
the spark plugs into the genera- 
tor. Now go to the mess hall. 
Open the upper cabinet and 
get the pot. Open the left- 
hand freezer and take the ice 
pick. 

Next, sprint over to stor- 


age room 104. Jab the ice pick into the 
left fuel drum, then use the pot to collect 
fuel. Take the torch from the shelf, then 
head back to the mess hall. Don’t waste 
any time; the alien is on the prowl. 


Put the pot 
of fuel onto 
the right 
stove and turn 
it on. Take the 
pot of lique- 
fied fuel and 
go back to the 
generator room. 

Move the fuel cap and pour the fuel 
inside. Walk to the other side of the gener- 
ator and move the fuel primer three 
times. You can 
finally turn the 
generator on by 
opening the 
panel and 
pressing the 
green 

button. 
Leave the room and listen for the 
generator to be turned off. Rush 
inside and use the open con- 
tainment field to capture the 

alien. 

The alien is confined, so 
you can proceed to the next 
level. Find the elevator 

doors and go to level 2. 
Go to the other elevator 
doors on level 2 and try to 
open them. 

Return to level 1 and go to the rec 
hall. Get the 
alien abduc- 
tor toy from 
the table by 
the door. Take 
the cue stick Sr a —— 
that’s bythe : Eanes 
pool table and Smee 
the dart from the dart board. Head to the 
dorm area and into the sleeping area. 
Search the drawers until you find the 
duct tape. 

Combine the dart and pool cue stick. 


Now com- 
bine the 
duct tape 
with the pre- 
vious combi- 
nation. Go to 
the back end 
of the dorm 
by the door that’s ; slightly ajar. Look at the 
floor inside and use the pool stick 
thingamajig to get the 
ID card. 

Go to the war room 
on level 2. Get the 
photographs that are 
on the table. Take the 
remote control that’s 
under the projector. 
Finally, take and exam- 
ine the documents 
that are on the table. 
You’re gonna have to 
take a trip to level 3, but the iene KS 
stuck. Exit Roswell and go to the elec- 
tronics shop. 

Go through all the items until you find 
the Robco battery pack. Buy the Robco 
battery pack. Return to the center of 
Roswell. Combine the alien abductor 
with both the battery pack and the 
remote control. 

Back on level 1 at Roswell, enter the 
room with the spinning fan. Use the 
weight bar to stop the fan. Now put the 


alien abductor into the fan. On the first 
level, don’t bother taking the abductor 
through any fans. Go to the down arrow 
to level 2. 

Time your way through the two-bladed 
fan and go into the J2-12 computer 
room. Behind the overturned chair, use 
the abductor to look at the object on the 
floor by angling its view to center on the 
object. Now use the arm to pick up the 
object. 

Go back into the vent and wander over 
to the J2-8 furnace room. Grab the wire 
coil from the wall. In the J2-3 map room, 

-take the ID security card from the desk. 
Head back into the vent and click on 
Home to exit the vents. 

You should hear confirmation that you 

have everything you need; your spoils 


from your abductor should include a red 
passcard, hoses and a Phillips screw- 
driver. Way to go, little alien. Travel to the 
locked elevator on level 2 and use the 
red passcard on the security panel. 

Inside the elevator, use your Phillips 
screwdriver to open the panel. Hmm, a 
bomb. But of course. Use the wire cut- 
ters on the bomb. Now grab the bomb 
and run to the toxic waste disposal unit 
by the elevator that 
leads to level 1. Open 
the unit, toss the 
bomb inside, return to 
the elevator and go to 
level 3. 

Ahh, the alien’s 
spacecraft. Go 
through the miscella- 
neous storage doors. 
Take the striker 
that’s hanging on the 
box. Grab the tank of flammable gas. 

Combine the acetylene torch tip with 
the other acetylene piece. Now combine 
the result with the hose you found earlier. 
Last, attach it to the oxygen tank and the 
flammable gas canister. There you have 
it, a working blowtorch. 

Go the storage room marked 101-200. 
Combine the striker with the acetylene 
torch unit and use it on the door. When it 
opens, enter the room. 

Examine the inventory control com- 
puters. You must solve this puzzle before 
you can retrieve item 186. Enter 186 and 
7AC to begin the puzzle. 

Open the glass doors and go through 
them. Take the power cell (item no. 186). 
Time to leave Roswell and head back to 
your office. 


Check your vid-phone for messages. 
Dial Lucia Purcell and exchange informa- 
tion. Travel to the computer room, insert 
Malloy’s disc into the computer, then 
enter “Merge the four rare cases to 
see maps,” as the security code. Read 
the message to get some new phone 
numbers. 


Go back to the main office and use the 
vid-phone to finally ring up the elusive 
Elijah Witt. Unfortunately, Elijah isn’t very 
receptive. Time to use a different 
approach. 

Take a quick trip to the electronics 
shop and purchase a Robco call tracer. 
Back at the office, use the call tracer on 


the vid-phone and dial up Elijah. Use the 
following response combination: B A B C 
C CCC. Then travel to Elijah’s apartment. 

You’ve set off an alarm. Look at the 
alarm panel by the door. Next, walk to 
the table and move the switch that’s 
behind the tree. Go over to the fireplace, 
move the plant on the left side and 


flick the 
switch 
behind it. 
Take a 
bamboo 
stick from 
the vase 
and use it 
on the 
switch above the fireplace. Finally, ride 
the elevator to the loft, move the plant to 
the right side of the bed and move the 
~ switch behind it. There, the alarm is off. 
It’s time for some loot. Take the Mayan 
culture book from the floor behind the 
chair. Ride the elevator to the loft and pick 
up the sheet on the bed. Open the right 


lower desk drawer and take the photo 
book that’s within. Grab the tweezers on 
the left desk. Use the bamboo pole again 
to take the plaque that hangs over the 
door. Examine all the items you’ve 
obtained. 

Go back down and use the tweezers to 
get the 
packet 
that’s in 
the fire- 
place. 
Examine 
the packet 
to geta 
key. Use , 
the key on the statue to the left. 

Examine the culture book to get the 
proper number translation. Look at Witt’s 


statue photo to get the combination 77- 
61-44-26. Now just arrange the Mayan 
number symbols vertically so that they 
reflect the combination. 

The bookcase will open to reveal 
Elijah’s puzzle box. Take and examine 
the box. Study both Witt’s notes and his 
plaque. Keep in mind that there are 20 
cycles in the Mayan year, and each cycle 
(month) has 13 days, so that’s a 260-day 
year. 

The first symbol, AHAU, should read 


September 8 and AHAU 4. The second 
symbol, CHUEN, should read May 20 and 
CHUEN 10. The third symbol, MULUC, 
should read April 17 and MULUC 3. The 
final symbol, MEN, should read July 12 
and MEN 11. The box will open to reveal 
onyx pieces. 


Travel to Malloy’s garden house. Grab 
the package that’s on the bed and exam- 
ine it. Oh boy, another puzzle box. Read 
the untranslated note, too. Combine 
your ever-faithful “Yucatec Made Easy” 
book with the untranslated letter and 
study the results. 

Combine the onyx pieces from your 
last puzzle box with the new puzzle box. 
Fill the inside 
border with 
the shapes. 
When you 
move a shape 
near its 
appropriate 
destination, 
you'll see it 
click into 
place auto- 
matically. Also, watch the color of each 
shape; the darker pieces go together, and 
the lighter pieces go together. Keep in 
mind that some shapes must be rotated to 
fit properly, but otherwise, this is the easi- 
est of the puzzle boxes. 


After you’ve sprung open the box, 
examine the contents. You have the final 
piece of the Pandora Device! Combine 
Malloy’s 
four device 
pieces, then 
merge the 
result with 
the power 
cell you 
obtained dur- 
ing your 
escapade 
at Roswell. The Pandora Device is con- 
structed now, but naturally, it isn’t working. 
Travel back to Tex’s office. Fitzpatrick 
gives you the final piece, and the Pandora 
Device is activated, revealing Malloy’s 
final message. It’s in your best interest to 
refuse Regan’s advances. 


Upon entering the temple, pick up all the 
Mayan puzzle pieces scattered through- 
out the room and the papyrus that’s on 
the bench. Don’t miss the puzzle piece 
on top of the arch. After you’ve grabbed 
all the pieces, use a puzzle piece on the 
altar to begin the puzzle. Simply place the 
corner pieces first, and they’ll automati- 
cally snap into place. You’ll have to rotate 
some pieces, but they’ll always automati- 
cally snap into their positions when prop- 
erly aligned. 

Go through 
the door with 
stars above 
it behind the 
round stone. 
Take the first 
right, then 
follow the 
hallway until 
you reach the 
dead man. 
Look at him 
and take the glasses, handkerchief, 
lantern and gun, then examine each 
item. Follow the hallway back out and 
take the first right turn. Grab the white 
dagger. 

Turn around and go back into the hall- 


way. Turn right 
and go to the end 
of the hallway, 
then turn right 
and take the first 
right passage. 
Follow the pas- 
sage until you 
reach a small 
stone bowl. Take 
it and follow the 
passage back 
out—three left 
turns. At the 
intersection, turn right and go to the end 


of the hall, then turn right again and follow 
the passage. Take the first right side pas- 
sage. At the end of it, climb the stairs and 
examine the skeleton. 

Get the shield the skeleton is holding. 
Use the broken 
glass to cut 
through the cord 
that holds the 
spear, then take 
it. Now turn 
around and fol- 
low the passage; 
go right, right, 
left, right, left, go 
to the pas- 
sage’s end, turn left, then open the door 
and enter the snake chamber. 

Go through the door with the sun sym- 
bol above it. Follow the passage and turn 
right at the first intersection, then follow 
the hallway until you reach the first open- 
ing to the right. Walk down the opening 
and grab the blunt hatchet at the end. 

Return to the main hall, turn right and 
follow the passage until you reach the sil- 
ver dagger. Now follow the main passage 
all the way to the end and ignore the side 
openings. Go up the stairs and enter the 


are 1 to 4, 4; 4, 1 to 4, 2; 3, 1 to 


chamber with the 
stone puzzle. 

Use the blunt 
hatchet on the 
stone puzzle. This is 
simply a matching 
tone puzzle. Each 
tone crystal has a 
matching tone crys- 
tal, and the pairs 
must be hit in 
sequence to solve 
the puzzle. By 
dividing the 
puzzle into rows and columns, you 
can easily solve the puzzle. The 
matching pairs in proper sequence 


5, 1; 3, 2 to 2, 1; 3, 3 to 5, 3; 2, 2 
to 5, 2; and finally, just click on the 
remaining crystal at 4, 3. 

Now go through the door with the 
star symbols above it. Follow the 
main hallway, ignore all the side 
hallways, and you’ll eventually find 
the gold dagger. Take it. 

Turn around and retrace your steps to 
the first right opening that branches off 
the main hall. Enter it, go to the door and 
enter the wasp room. Examine your 
lantern. Combine the 
hemp cord with the 
lantern fuel. Now 
combine the hand- 
kerchief with the 
remaining lantern fuel. 
Combine the oily 
handkerchief with 
the spear. Merge the 
matchbox with the 
spear. Use the fiery 
spear on the wasp statue head. 

Take the 
king tiles from 
the corner and 
place them on 
the altar. The 
pictures of the 
three kings on 
the wall show 
how the tiles 
should be 
placed—a very 
easy puzzle. Open the door with the 
moon symbol above it and take a 
right at the intersection. Now just 
follow the main hallway until you 
reach the red dagger. Grab the 
dagger, turn around and follow the 
hallway to the first left opening, 
which leads to the dagger 
chamber. 

Find and grab the black dagger 
that’s in the room. Examine the wall 


art, especially the totem design. It 

has symbols that match those on your 
five daggers. Note the order from top to 
bottom. 

Use a dagger on the altar. There are 
five dagger slots, each at a different 
height. Place the daggers so that their 
heights correspond to the totem art. 
Position the daggers so that each tip is at 
the stone slot on the altar, and the dag- 
gers will automatically be inserted. The 
correct order, left to right, is black, silver, 


white, gold and red. 

Go through the door with the black 
sun symbol above it. Follow the hallway 
to the door at the end. Open the door and 
enter the room. Whoa, you’ve fallen into a 
chamber and found Regan. 

Take her backpack from the corner and 
examine it. Use the rope on the statue 
and ask Regan for a helping hand. 
Examine the gun. Combine the jackknife 
with the bullets and examine the result. 


Merge the gunpowder with the bowl, then 


add the fuse. Finally, use the matches to 
light your homemade bomb. 

Use the bomb and place it in the crack 
in the middle of the broken statue. Pick 
up the two statue pieces and place them 
on two of the pillars. 
Watch the ensuing cin- 
ematic, and you’ll find 
yourself at the control 
panel. 

Press the black sun 
symbol at the top of 
the console first. In 
order, tap the north 
arrow, circle and red 
buttons. The next 
sequence is the east arrow, cross and 
orange buttons. Now press the south 
arrow, triangle and yellow buttons. 
Finally, push the west arrow, square and 
green buttons. Relax and enjoy the end- 
ing cinematic; you’ve earned the rest. OP 


Call now for FREE FACTS! 


40+ hottest businesses you can run 
Srom your home with a computer! 
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Income-generating 
programs give you 
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Fax Machine/Photo 
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CBSI Home Businesses include everything you need! 


copier Telephone 


hased Computer with... 
© High-speed central processing unit 
e 2-616 IDE hard drive 

| © 14” SVGA color monitor 

| ¢ 16MB RAM 

| © High-density 3 1/2” disk drive 
© 28.8-haud fax/modem 

Windows 95 


* 


Comprehensive manuals 
show you how to run 
Our program in simple, 
easy-to-follow steps. 


High-performance 
laser printer 


The finest income- 
— software 
ever developed... 
anywhere! 


All shipped right to your doorstep—so you get started fast! 


Keep your present job while you start your 
own business! 

Call CBSI toll free to get free facts on how 
you can begin part time in your own home- 
based, computer-driven business while you 
retain the security of your present job. 


Choose from over 40 businesses you can 

operate from your own home! 

Our step-by-step approach lets you choose 

from over 40 exciting businesses that anyone 

can run from his or her own home—and_you 

need no previous experience—we train you 
from the ground up! 


Here are some of the CBSI services you get 
—so you're up and running right away... 

e¢ Equipment and software—customized 
to your special needs. 

¢ Accelerated training—our system gets 
you up to speed at your very first sitting 
at the computer. You need no previous 
experience! 

e Earn as you learn—build a business step 
by step as you train. Begin your business 
part time and provide additional services 
as you go along. 

¢ Telephone and online support—tech- 
nical, advertising and business advice— 
it’s there from our experts whenever you 
need it! 

¢ Financing available 


¢ Computer and printer included—you get 
our custom-designed software and business 
programs plus a powerful Pentium® processor- 
based IBM-compatible computer system, 
SVGA color monitor and printer. 

¢ Get 10 free hours of online time on 
Prodigy, CompuServe and America Online. 


Call for Free Information Portfolio. 

Find out all about our track record of train- 

ing other couples and individuals 

to start their own 

exciting home-based 

businesses. Call now 

for free information. =p y 
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To get your FREE Information Portfolio—including audiocassettes 


and color literature with all the tactsp—CAll 1-800-343-80 14, ext. 4597 or write: 


Computer Business Services, Inc., CBSI Plaza, Ste. 4597, Sheridan, IN 46069 
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The Aircraft patch adds two new levels in 
which gamers can hop into an aircraft sim- 
ilar to the one in Interplay’s Descent. 


AIRGRAFT 

ACBeta1 .zip 

http://www. quakehole.com/ / 

Lets gamers fly around; one of the most popular 
user patches available for Quake. 


ARMAGEDDON 

arma .zip 
http://www. quakehole.com/ : 
Provides new user level with great architecture: 


114 COMPUTER PLAYER 


also ete 


need PKUNZIP to 


oat that floats in 7 moat and 


throw banana peels during a 
ul when placing peels near 


BEAVIS & UTT-HEAD QUAKE DEATHMATCH 
SOUNDS V3. o 

bnbdms3.zip — 

http://www.nuc.net/quake 

Just as the name implies, this file replaces all 
sound effects during a deathmatch with sound 
clips from “Beavis & Butt-head.” 


BOMBS 

bombs8.zip 

http://www. quakehole.com/ 

Modifies the grenade launcher to enable three 


_ selectable modes. Gives players two extra 


grenade launchers and one extra rocket launcher. 
Only the server needs to have this patch, and all 
gamers who connect to the server will be able to 
use It. : 


EAT GIBS 


 Batgibs.zip 


http://www. netcom.com/%/7Ejohn94/Quake. html 
lf your health drops below 50 percent, you can eat 
Gibs of monsters or your opponents for health. 


FLARES 

flares.zip 

http://www.quakehole. on 

Gives players flares like those found in Interplay S 
Descent, useful when playing in darkened areas 
where you could use a light. 


HOMING MISSILE 
homing.zip 
http://www. quakehole. com/ 

Gives players homing missile capabilities. The 
missiles are slowed do , and this makes them 
enjoyable to watch when you fir een into a 
crowded room. 


LASER TAG 

lasertag.zip 
http://(www.netcom.com/%Ejohn94/Quake. html 
Allows users to play laser tag with each other in 
deathmatch. 


MAKE MAP EDITOR 
mm02.zip 
hitp://www.stomped.com 


Lets you create and edit new levels. 


morph2.zip 

http://www.quakehole.com/ 

Lets gamers transform themselves into any mon- 
ster at the stroke of a key; lots of fun. 


MULTISKIN 

newskinz.zip 

http://www.stomped.com 

Allows gamers to have different skins/characters 
(Duke Nukem, The Terminator, etc.) during a 
deathmatch. 


OSFETCH 

qsfetch.zip 
http://Awww.stomped.com 
A Windows 95 application that retrieves an updated. 
list of active Quake servers found on http://citrix. 
progress.com/servers.htmi. 


Besides 
shedding 
some light on 
your enemies, 
the Quake 
Flamethrower 
v1.0 modifies 
your grenade 
launcher. 


QUAKE FLAMETHROWER V1.0 
Flame.zip 


— http:/Avww.nuc.net/quake 
_ This little beauty turns your grenade launcher into 
_a flame-thrower that is very effective at close 


range. 


QUAKE MAP 


quakemap.zip 
http://www.stomped.com 
A flexible, easy-to-use 3D map editor. 


QUAKE TEXTURE WAD 

quakewad.zip 

http://Awww.stomped.com 

Contains every texture found in Quake v1.01; use- 


____ ful for creating your own levels. 
QUEST 1.03 


quest03.zip 

http://www.stomped.com 

Newest Quest level editor. Quest was the first 
level editor with a good graphical user interface 
(GUI). Runs in hi-res and allows placement of 
items, monsters and the rest. 


fred of playing the same old QUAKE? if you're like 
most gamers, you've ed this great 
game until your fingers became arthritic and your 
eyes turned into prunes. If yo little extra 
mileage out of your favorite the solution. 
Most QUAKE players don’t re of great map edi- 
tors, levels, utilities and other are available to pro- 
long the gaming experience. 6 aficionados have hacked, 
programmed and developed the features they wanted to see 
in QUAKE, and the hest part is that they’re available to every- 
one free. 
Besides extra features, gamers have designed a multitude 
of levels that enhance both single-player and deathmatch 
modes. Where do you these add-ons and new levels? 
simple search for “QUAKE” using 


by Mike Davila 


Quake Websites MR. DOOM'S.QUAKE SITE 


You’ll Want to Visit http://Awww. erie. net/~mrdoom/quake.html 
Quake codes, Hie, gereware and links. 


These are the Quake websites that we fo nd to 


a :/www. concenitiginet7Ermdavies/ 
main.shtml 2 
User support, links and Quake editors. 


materials. Some were profes sionally created, 
while others are see and crude. If 


| QUAKECOMMAND — 
Keep your eyes open for the Jeep patch 


that is currently under development. 


d website, a must-visit. Files, 


http:/Awww.bluesnews.com inks and locations of Quake servers. 


Lots of gossip ageeything to do with Quake or 


SOLID MONSTERS 
gibbin3.zip 
http://www.quakehole.com/ 


Makes monsters remain solid when they die. E fait ore ——‘—CO THE QUAKE STOMPING GR 
SPOT : mm] SB WorkdNet™ _ http:/Awww.stomped.com 


(sre you paying for every 


spot_v1.zip = hese you spore en eb) hE eee ~~ _~—_ User Support, graphics, tips and tricks, levels, 
http://www.netcom.com/%7Ejohn94/Quake.html —: editors, maps and more. 
Allows you to make the monsters your pets or 

Slaves by using the “Impulse #” function in con- 


sole mode. : eer | 

TEAMLOCK B ee Aeohie 
: : - offers Quake 
teamlock.zip | scifi 5 olenty oF 
http:/Awww.netcom.com/%7Ejohn94/Quake.html  : <r 

When players enter a multiplayer match on a server 


that uses this utility, they are forced to use red or 
blue as their characters’ colors. 


REBWOOD’S QUAKE PAGE 
2 http://nttp.tamu.edu/~jeb5708/quake.htm! 
CINET GAMECENTER . Info, news, links and chatt 
http://www.cnet.com/Gamecenter/ : 
This is the computer game resource center in the SCARY’S QUAKEHOLIO : 
well-known website; it has plenty of Quake info, http://www.quakehole.com/ a 
including links. Interesting Quake website that recently joined 
forces with Gamesmania; crudely done but has 
GAMESMANIA plenty of info, 
http://www. links and archives. 
The Throw Ax add-on will let you use your; Sees on SHAKE N’ QUAKE 
default weapon to take out the bad guys : game-related web- http://www.canvas 
with one throw. : site with daily net.com/quake/ 
updates, utilities, Levels, Quake C, 
inks, images, graphics, news and 
THROW AX "screen savers and links. GP 
throwaxe.zip : loads of Quake 
http://www.quakehole.com/  stuisteony "ee coment of Me 
Enables gamers to throw the ax that they cannor- : game-related web- Gamesmania website Shake N’ Quake offers a 
mally use only for hacking; fun while playing : Site that supports appears in several well-rounded assortment 
deathmatches with other gamers. : four languages. foreign languages. of goodies. 
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The Ethereal are highly interested | 
space exploration and colonization. 
Consequently, many missions involy, 
setting up habitable territories on 
other planets. Naturally, you'll be 
opposed by indigenous hostilé crea- __ 
tures and will have to battle /pre enemy | 
races that insult the Ethereal by occu- = When the 
pying the territory they desire. 
‘sii 55. To complete missions, yc 
into the “stuff of el nethersias known as GOOP. Esse 
only for the construction of facilities, it is also required 
_ forms—everything from ordinary mules to sophigniee) : 
From time totime, the everso sy 
trusting Ethereal will check your 
progress. If they’re pleased, you may | 
receive an extremely gratifying reward. 
The downside is that if you tick them 
off, they may bump you off. Not even 
the kind, loving Ethereal are perfect. 
To make Ethereals happy, you 
must meet mission objectives. They 
vary from mission to mission, but 
there are certain constants. During —— ll - ee 
every mission, you need to construct -_— — ° °&«xSENETICNS 
facilities to obtain more GOOP. >) = Yes, these are the c ones owe — dis- 
Plants have to be seedec secting frogs a little too much, but like 
and harvested, a engineers, they’re required if you are “ 
forms must 66 studied and generated for defense, succeed. Their primary skill lies in stun- 
offenseand populating planets ning and examining new life forms, 
| including hybrids. Your geneticist can 
| Pp ~~~ also heal other specialists and creatures. 
Critical to mission success is your selecti ab When attempting to study new life. 
Of up to five team membe : irst : : ~— a et : — forms, find a creature that’s alone, not in 
ssions, your team is selegted automatically, = “*#% apack, oryour geneticist will end up as 
hut\once you’ve earned erespect, you —§s- | ey) part of the newly discovered life form's 
can choose your own nye feaaore. Theyinclude | = =" = +~—_—_ diet; one on one, your geneticist can stun 
engineers, botanists, geneticists and rangers. = ===... and study the creature. Unfortunately, 


i e them, but you can’t even start most.mis sions with- 
yh ngineers are essential for constructing the Necessary 
tures and repairing damaged facilities. They. can also 


Build your base to meet the mission ‘ 
objectives; for example, if you need to 
plant seeds and populate an area, at 
the start of the mission, build your 
base closer to the designated 
Biomass area. Enemy intervention 
sometimes makes this impossible, but 
the closer you get to the objectives 

the better. 


all 


PLAYER 


deep space and serve our new overlords’ interests ink r 
maximum capabilities. Failure to do so will result in una 
Ethereal, 


_ stunning causes damage; unless your geneticist is very highly 
trained, a few new life forms will probably be inadvertently killed 
before the DNA is obtained to create them artificially in a 
Genepod. Such is the way of science. 

Aside from studying new purebreeds, your geneticist must 
be ready to examine new hybrids. Your first one willbea — 
Muleocrab, but all new purebreeds must be studied until 

you have a DNA strand and can create them. 

Fortunately, two enterprising, non-prejudiced crea- 
tures will notify you whenever a new hybrid is made. 

Likewise, whenever you upgrade your Genepod, 
study each species to ascertain its new maximum 


purebreeds and hybrids. 


Sure, you laughed when ~ Gppred to ernie lithe 
! vit looks as if the lauoli| is on sand; These plant 
@ for emmy various pants and discover- 


struction 
_keep yourpotanist busy. The best way 
e lover is 
m to another 
’ Stake hit ) 
Able) and have.hint stock up with seeds. Simply repeat this 
, and in no time, you'll have a landscape blooming with 
construction material and food. Be sure to study the type of ter- 
rain that newly found plants grow\on; some plants grow best in 
cold, others in hot deserts. \ — 


area 


JIUCGCES 


Rangers are 


aormal” team 


bers; each 
santos’ gun, and 
they’re Capel eC 
outright murder. 
But, more impor- 
tant, they have a 
natural oy for 


your creatures’ energy up to par, rangers can help coax them to 
eat. Simply select the knife and fork icon and click on the area of 
influence—preferably where you have an abundance of animals 


research value. This will earn you a supply of better 


x plant a handful of treesinone 
> plant more. When he runs © 
0a fully grown plant (or the largest avail- 


arguably the most 


unoraniaae: most of these creatures aren’t any auagane ge keep S 


and much to our —, ees Ethereal tence 


2 whatever a —— does ” turn ani 


-—lamost missions, your first task is to construct your ba 


: . best way to set up your 


___ keeping the extractor(s) within tar 


+3 
5 


, peaceful ways. 


evin J. Mean 


by 


and food. Make sure there’s m ore food than animals thoug 
Rangers can also save you G 
mate. Just click on the heart (love 


you wish to bathe in love, and your 


jit, you'll have a 
crab. The possibilities 
tiful. Just be sure to 


DNA is retrieve 
Last, but notteast, a’ 
rangers carry a big : 


this section deals with building bases. A number of fz 
ties are ave mc. and for some structures, upgrades are eve 
possible. The fieceals from Bullfrog supplied you with a manual 
that covers the baSi 
of what every structure 
does. I'll expand on 
that to describe the 


structures. 

As | said earlier, only 
your engineer can con- 
struct facilities. At the 
start, build an extractor 
or two over a richly 
covered mineral field. Next, build a fir 


-stage power distributor, 
ye of its power. Now construct a 
m of two photon processors, addifig more as you need 
Your initial skeletal base has now been set up. | 

en you add the following structures, they 
er distributor; if there’s a struc- 
ture between 
your newly con- 
structed build- 
ing and your 
power distribu- 
tor, it will not 
receive power. 
Before building, 
be sure you can 
see a represen- 


, Ny of power 
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them. 
Keep i in mind that 
must be within range of your-po 


Seon ea 


] your team is doing. If 


‘buildings. it 
sure to seed 
The pulper 
upgrade. — 


between your 
new structure 
and the 
power dis- 
tributor. oe 


item will bea a . _ 
Genepod; sw 

after all, you 

_ heed to create 


, there’s nothing bettér than making 
1ereals’smile—prifnarily because they 
will sonsiruct menoliths when pleased. _- 
Monoliths sah enhance a single special- — 
ist’s abilities a tire species a 
spe Cial power as the crab’s reflec- 
tive armor). These abilities and powers are 
permanent; upgrade ¢ a specialist and he 
will remain upgre aded throughout all your 


| s. Next should be a fecy- 
cling plant; | ple ace it nearest to i e you 


_ plan to harvesttrees and other plAnts. The missions; the same goes for species. 
recycling plants fill up-at.400 ‘Ae so build In the early missions, before the hybrids 
additional GOOP vats 'te.store more:--Every come ‘iba se out in fullforce, it’s a good 
extra GOOP vat holds 400 its; idea\to Upgrade your 

OP storage specialist Upgraded 


__ these vats are vital for G 
__ Alaunching/landing 
: and the need for one dé 


ad is optional, 

pends on how 

: ey’re badly hurt or 
you need a different team member, build a 

pad and you’ll be abl {to transfer team _ ably faster, and rangers 

members to and from (eur orbiting rocket. eS — =m oo will have an enhanced | 
Finally, you need a ptilper to upgrade -  f area of influence. 


geneticists 

are especia 
‘geneticists will : 
new life forms consider: 


and rangers 
eful; 


Birddoerab. __ Diving attack and 
reflective armor 
Diving attack 
Diving attack and. 
Strafing acid spit 
Diving attack and air 
transport of creatures 


Birddosaur 
BirddoFrog 


Birddomule 


rabbobird _o ae 3 8 Reflective armor 

incase | iu a Reflective armor 
Reflective armor 
Reflective armor — 


Flame breath 
Flame breath 
_ Flame spit 
_ Flame breath 


—Dinofrog 
Dinomule 


Froggobird 
Froggocrab — 
Froggosaur ‘ 
Froggomule 


Acid spit 

Acid spit 
Jumping napalm 
Acid spit 


Mick... 

Kick - 
Head-butt atlaen 
Kick © 


ower levels of research will have lower st 


sal 


als shown are for 100-percent-researched creature 
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you'll have 
nee - enough | 


_yourpri- — 
“mary team ee 


. _use the chart with the mission tactics. 


the tactics | 
suggest, 


monoliths. 
to upgrade 


of specialists, purebreeds, ad aes ds. 
Just be sure to use a monolith befor ) a 
hostile creature walks through itand) _ 
claims its special powers for its ¢ own ace. : 


The rest of the guide focuses on tactic S for 
the 24 missions you'll undertake to please 
the Ethereal. The Creature Table displays 
first the purebreed and then the possible 
hybrid combinations. Their respective GQOP 
cost, strength, defense, sp6éed, awarenGss 

and special abilities(after pase ng'through a 
mo are then detailed=To decide which 
6st cost-effective for you, 


ebities are oe . woking a specifi 
species of creature through a black monolith. Thus 
if you walk a mule through a monolith, all the 
mules you produce will gain the kick special ability. 
You must walk each species separately into a 
monolith to gain an ability; hybrids mus 
through for their a“ ability ev 


structures. 


4. Crabbomules and malsectels can act as eral 
and mules. They can harvest plants or carry dead 
creatures fo the recycler « and ca 

upgrade structures. : 


5. The dinosaur species and al primary dino 
hybrids will attack other | non-dino cag that 


extractor, a power distributor and three 
photon processors. While your engineer is — 


Make sure € you have at least three 
ules and crabs with a nearby 
supply of lumber. Having dragged a fair 
amount of lumber to the pulper, upgrade — 


Build up your base and Genepod, then 
send a crab troop east across the water to 
the enemy’s base. Cripple the base, then — 
fill the zones. When you've crippled the 
ase, use a pulper to upgrade your 
~ Genepod to a Genemachine. If you ha sy 
Rey done so, use your ranger to = gy 
Ss and crabs and obtain the hyb . 
our geneticist to study these h 
ercent. Have your botanist 


Build a Genepod as soon as possible, cre 
ate about five mules and send them to the 
designated mule zone. Meanwhile, have 
your botanist collect seeds from the news \_ 
planttype. — — = 


a Build four mules and then attack the 
snemy base to the northeast. When you 
have crippled 
_ the base, use — 
~ your mules to — 
. 4 3 
_ plants. Find 
_ the new plant 
~ type and he 
vest i 
our botanis 


Select thrée pi 
yOtanists 


3 = t--4 Bove Z 


Though you can practice attacking the 
enem: | base on this level, it’s best to fol- 
low the mission objectives. Destroying the 
enemy base will end the mission and pre- — 
vent you from receiving potential mono- 
liths. Build a launch pad and bring down a 


geneticist to study the new crab life form. _ north. Use both Pangers 
: — tures and blow 2 rer i 


sl 


GOOP. The enemy is nearby, to the south. 
Build your base, produce plenty of crabs 
and mules, then waste the enemy base. 
Now focus on extracting the proper © 
amount of GOOP. 


After building a “seni ‘create half-a- 
dozen crabs. Send these crabs directly 
south across the water to attack the 

enemy base. Crippie the base by destroy- _ = . 


Get your base. up and funning as soon as 
possible. Send a bunch of crabs to the east 

and wipe out the enemy base. Always focus 
___ first on the enemy Genepod and extractors. 


_ing its extractor and Genepod, then fill the — 
- peiective zones. 


your Genepod. Now study each of your 
eS a species to the full 75 percent potential. 
ee = : ® # = ~-—S—sTThe hybrid combinations can effectively 
ie ee —— begin on this level; make sure your genet : 
work, send your entist to oe aciétely cist studies them thoroughly. — 
study the-mulé that roams the island (gen- 
ally to the northwest). 


Be sure to 
sion. Repair 
tributor right 2 
crabs northwest 


crab 
Ca 1 ite fin- 
ish off the 
enemy base. 7? | 
Hon't worry 0) = 
about your A’. 
ase 

sause it 
will probably 
be tornMo pieces-by the enemy 
Crabbomiles. Have your botanist get 
he new plant. 


If you have not\already done so, use your 
geneticist to study the bird life form while 
your engineer builds the base. Use a 
ranger for defense against enemy bird 
attacks. Send the/botanist to plant foliage 
at the northwest Biomass zone. Having 


NAN built the Gene, of , build a force of crabs 


{destroy the two northwest 
Saka. 


ee 


$ best to stay on the move, pausing 
have your botanist collect seeds 


from qw plants and have your geneticist 
study new life forms. When the countdown 
ends and the rocket lands, march your 


Alists in one at a time 


love your specialists due west and he 
your engineer start your base. Butld a 
Genepod and have a group of’crabs 
attack the enemy to the far east. While 
your crabs pinch the eriemy base‘fo death, 
use your botanist4o6 collect se 
new plant form. 


e 


Make sure you heves ne noes for this 
mission. Head west to build your base by 
the Biomass zone, and have your botanist 
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: ifn r nediately head south to your base. | 
weahin it. Use >-be d-have your geneticist 
your rangers 10 | stabs. Start to-produce _ 
! crabs and destroy the 6nemy baseS“tq the 


With/two engineer $ and two rangers, head 
east to your damag d base. While repair- 


your engineer builds‘thé — 
base. As soon as you have a Géngpod, 
send crabs ee cripple the western enemy 


go nC h immediately oe i r est appears . 
sheryl dinos to fight kl & _ f filling the zones. 


build a 
Genepod. 
steate an / 


ival mission; include 
specialist group, and 


Another special su 
three rangers in yo 

~ use them to 

defend your bas 


to the pa 
across the 


water. Finally, smash the enemy 
your specialist destroy the base.\If you’re 

, 2d the tire group of creatures enemy base — unable\to defeat 
~ together. Keep an eye out for any crab that’s to the the enemy base, 
hybrids b se these are the most effec- south. Be do the\next best 

sure to have thing: hide until 

yout botanist the rocket picks 

: ct seeds from the new plant form. you up. 


st to work on your base right away. 
here are three enemy bases: northwest, 
_ northeast and west. Eliminate them and 
‘then fill the zones to please the Ethereal 


SO : don’t be . 
ir r dog and cat! CP 


~ possible in ‘Gene Wars isn’t poss 
thinking up anything too creative/ O AVC 
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% 
sabi tobias 
mn ar i ry 


‘Guybrush awaits his first _ 
rendezvous with Elaine in The 
Secret of Mookey Island. oe 


Es ce 


bove all else, LucasArts is rec- 
ognized for its graphic adven- 
tures. A perpetual purveyor 
of capricious quests, since its first 
graphic escapade, Maniac 


Mansion, hit the streets in 1987, 


the company has 
consistently jiggled 
3 the funny bones of 
| gamers worldwide. 
im © MM was entertaining, 
but LucasArts’ most 
enjoyable and most 
celebrated adventure 
arrived three years 
later: Ron Gilbert’s 
__ The Secret of Monkey 
2 / Island was a refresh- 


| ‘ing, ‘side- splitting tale of swash- 


buckling adventure. 


It all began in the Caribbean 


during the golden age of piracy 


the j ill winds of fate _ 
landed him on Melee 
- Island and, shortly 
: thereafter, Monkey Island itself. 
_ There ensued a rollicking adven- 
__ ture of pirate derring-do as _ 


- when a young pirate wannabe, 
— Guybrush 
Threepwood, deter- 
‘Mined to pursue his 
lifelong ambition. 
‘Though the best of 
_times for pirates, it 


Monkey feand. 


Guybrush puzzled his way through | 
a hilarious assortment of encoun- _ 


ters with the likes of the three Men. 
__ of Low Moral Fiber, Stan the used- 


ship salesman, a voodoo priestess, 


‘The ceuiivetiog 

: ‘Marley and the 

- cantankerous | 

_ LeChuck return to : 

the high seas in 
: the third MI ue 


Guybrush gets an animated 
‘makeover for The Curse of 


the lovely Mayor Elaine Marley _ 
and dastardly shee nia 
LeChuck. 

The most memoki oi episodes 
were the infamous sword fights, 
but it wasn’t mastery of the sword 
that brought victory. Instead, it 
was a proficiency at wielding one- 
liners at opponents that proved 
your worth. “I once owned a dog 
that was smarter than you” was 


easily countered by, “He must have 


taught you everything you know.” 
In the end, Guybrush prevailed, 
became a pirate, defeated LeChuck 
and shared a brief romantic 
moment with Elaine. 

Even by today’s high standards, 
The Secret of Monkey Island looks 
good. Fortunately, it’s still avail- 
able, too—in LucasArts’ Classic 
Adventures collection (along with 
Maniac Mansion, Zak McKracken 
and the Alien 
Mindbenders, 
Indiana Jones and 
the Last Crusade 
and Loom—all for 
just $19.95). 


proved to be the With that 
_ worst of times for whole LeChuck 
poor Guybrush as thing behind him, 


Guybrush was 
ready for a new 
adventure: finding 


: Big Whoop, the most legendary of 
_ all pirate treasures. Accordingly, 
Monkey Island 2: LeChuck’s 


Revenge hit the high seas in 1991. 


_ The action was even more intense; 


Guybrush made many new friends 


_ and foes, including the oppressive 


Largo LaGrande, the decompos- 
ing/recomposing Rapp Scallion, 
Captain Dread and Jojo the mon- | 
key. Of course, Elaine and the oth- 
ers were back, and LeChuck was 
meaner and more vengeful than 
ever. Memorable moments includ- 
ed a spitting contest, a high-stakes 


___ grog-drinking challenge and 
_ LeChuck's getting a wedgie. 


Though not as successful as the 


original Monkey Island (despite its 
improved graphics, audio and 
selectable skill levels), Monkey 
Island 2: LeChuck’s Revenge is still 
_ excellent. It, too, is available from 


LucasArts for $19. 95. — | 


Monkey Island would ever 
_ appear—especially doubtful 


_ such award winners. As for me, I’ L 


We didn’t know whether a third 


because of Ron Gilbert’s departure 
from LucasArts—but the time to. 
rejoice has arrived. The 2 urse of 


Monkey Island 2 continued the orig- 
inal’s Greet * comic tradition. 


Monkey Island is destined to reach 
us in midsummer 1997! Featuring 
a new, animated cartoon counte- 
nance in highly stylized, hi-res 
graphics (akin to LucasArts’ 
upcoming Outlaws), The Curse of 
Monkey Island finds Guybrush 
Threepwood once again battling 
the evil LeChuck to save his one 
true love, Elaine Marley, from 
becoming the ghost-pirate’s 


‘undead bride. Rapier wit will 


again be teamed with outrageous 
antics as Guybrush confronts grog- _ 
guzzling buccaneers, vegetarian 
cannibals and the dreaded 
LeChuck himself. 

If it lives up to the hype, you 
can expect this new installment in 
the Monkey Island saga to offer the 
same salty humor, cutting-edge _ 
presentation, entertaining story- 
line and raucous high-seas adven- 
ture that made its predecessors | 


be waiting in port with Gaybrusit” | 
for the first ship back. 


Widely Suites as an editor, colum- 
nist and consultant, for the past 
decade, Chuck Miller has main- 
tained a constant vigil over comp 
er-entertainment-industry trends 
Chuck can be reached at 
chuck@gamebriefs.com, or, for 
of his erudite ramblings, visit th 
Game Briefs website at — 
http://www, gamebriefs.com 
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